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FULL-YEAR BUNDLES 


With the calendar flipping into 2017, the Nintendo Force has now successfully carried on Nintendo Power’s 
tradition of covering the Big N in print magazine form for a full four years! And let us tell you, four years’ worth 
of magazines takes up a lot of storage space. So it's time for a sale! We've got extra copies of our last two years’ 
worth of issues, and we know many of you are new fans of the Force and might appreciate some financial 
assistance in building up your personal NF collections. So we’ve now got Full-Year Bundles for both 2015 
and 2016, on sale for cheaper than ever before. Free shipping to customers in the United States, too! First 
come, first serve here — grab them before they sell out (like many of our 2013 and 2014 issues already have)! 
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INBOX 


THE END OF AN ERA 


From our perspective, it’s almost poetic. NF 
Magazine’s first issue launched just after the 
Wii U era began. Nintendo Power bowed out in 
December 2012 — mere weeks after the 
launch of the system — and we picked up the 
torch in January 2013 and have been running 
with it ever since. Now, as we publish our mile- 
stone 25th issue, we’re also at another mile- 
stone for the Wii U — the effective end of its 
life cycle. Sure, the system will carry on fora 
while throughout 2017, as there are a handful 
of releases still planned for it in the months 
ahead (mostly via eShop). But the only game 
Nintendo’s still got on tap for Wii U is the one 
that’s on the cover this time: The Legend of 
Zelda: Breath of the Wild. (And it’s no longer a 
Wii U exclusive!) Truly, it’s time to call time of 
death for Nintendo’s sixth home console. 

And time to welcome the seventh into the 
world! The launch of the all-new Nintendo 
Switch is fast approaching in March. So it is 
that while we’re here in the gap between the 
two eras that we’re presenting to you this 
transitional issue. We’re saying "Farewell Wii 
U," followed up quickly by "Hello Switch!" 
First, by putting Breath of the Wild front and 
center — since it’s releasing on both platforms 
and thus bridges that gap, in a sense. But all 
current signs are strongly pointing toward 
Switch’s game library being populated by 
many more encore appearances from Wii U 
software than just that lone Zelda port, so 
we're diving into that discussion in our central 
feature this time. 

Please enjoy our final issue of the Wii U era! 
| hope it helps pr 
say farewell! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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The Nintendo Switch seems absolutely 
fantastic and I'm over the moon about 
it. I've never had the funds to get games 
for both a handheld and home console, 
so the concept of the portability and 
customization of the Switch’s different 
forms seems like a great idea to me! 

- HOPE NGUYEN 

Interesting... I hadn't thought 
about the Switch's hybrid nature 
being something that could save 
gamers money. Good perspective! 


| wasn't thrilled with the name at first. | 
guess I was expecting something more 
grandiose — but it's grown on me since. 
It's simple and effectively pitches what 
the system's all about. I’ve loved the Wii 
and Wii U, but I'm glad they decided to 
move on from the "Wii" branding. The 
only problem now is I can't stop making 
Switch puns... = MADISON 
AMBROSE 


There are so many good games on the 
Wii U that it’s hard to pick one. But my 
favorite memory is playing Super Mario 
Maker. The game came out right before 
the birth of my daughter, so І had a lot 
of quick spurts of time to play it while | 
was on paternity leave. It is such an 
easy game to pick up and play for short 
amounts of time and has an infinite 
amount of replay value. — KURT 
PRENGER 


If | had to choose between the two 
Breath of the Wild versions, | would 
pick the Switch. The portability factor 
is too much of a win over the Wii U 
in my mind. — DANIEL YOON 


Our double-sided cover art depicting 
both Pokémon Sun and Pokémon Moon 
was a huge hit last time! (The Moon 
side you can see right here, and the Sun 
side is over on Page 2 if you want to see 
Solgaleo again.) Since that Pokemon- 
packed issue, we’ve put both Sun and 
Moon through their paces and crafted 
our full review of them – check it out on 
Page 66 this time! Here on these Inbox 
pages, though, you can see many of the 
submissions sent in by you, our 
readers, in response to last issue’s 
Player’s Poll questions. We wanted to 
know your thoughts on the Nintendo 
Switch name, and the reveal of the new 
system in general. We wanted you to 
share with us your memories of playing 
your favorite Wii U games. And, finally, 
we wanted to hear which version of 
Breath of the Wild you're planning to 
play! Here's what you had to say: 


Being one who collects the Zelda games, 
| will, of course, own both versions of 
the game. But I will be playing the Wii u 
version first since that was the original 
target platform, and since I think this 
game will have a lot of replay value, I 
see no issue with playing the Switch 
version immediately after. — JUSTIN 
KEYS 

Back-to-back playthroughs? Smart! 


| feel the Switch's name suits it very 
well, but it would have flowed better 
with a different logo. If you think about 
it, the logo has the same shape as that 
of an iPhone/iPod/iPad app. So when I 
saw the title of the YouTube video that 
revealed everything, | thought it was 
some sort of home improvement app 
that controls your lights. Then I saw 
people taking it on the go, and the 
comments, and the description saying 
that it's Nintendo's newest home 
console! — КЇР GAMER 

No go on the logo? I kind of like it — 
though it certainly does look app-ish. 
(Oh, now my brain's brewing on con- 
spiracy theories about future Switch 
apps on mobile devices . . .) 


| think that the Switch reveal seemed like something 
Apple might do, with Classic Rock-like music, and 
the presentation seemed like adults are gonna take 
this seriously. The name also is good. It’s not at all 
related to the ill-fated Wii U, it’s putting the 
Nintendo name out there and it not only sounds 
good, but basically sums up the system. — ADAM 
DAVIS 


| have many fond memories of the Wii U. | remember 
opening it on Christmas and how we were so excited 
to play The Wind Waker НО... but | don't think 
that’s my favorite memory or game. No. Actually, 
Splatoon has been the best game I’ve played on the 
Ц and | have more Splatoon memories than апу 
other Wii U game memories. Splatoon gets me super 
hyped! Through it, I've made friends (I mean you, 
Mud!) and enemies (I'm out to get you, Ryan!) and 
fan characters and stories! Also, the Squid Sisters 
rock. I’m listening to their music as | write this! 
Splatoon has been the best and I can't remember 
life without it. - FLAME ROSE 

If | were you, Ryan, I'd be worried. 


The Wii U was in no way a popular console, but the 
first few weeks after Super Mario Maker was 
released were incredible. Only once or twice in a 
lifetime do you get to see such a cooperative and 
fun gaming fanbase of all ages! Here's hoping the 
Switch can reproduce that same feeling. 

— CONNOR KARST 


My favorite Wii U game is probably Pikmin 3. І adore 
that series with all my heart, and I hope the new 
3DS Pikmin isn't the Pikmin 4 that was teased some 
time ago. - PHOENIX MARINO-RAMER 

It seems like Pikmin 4 and "Pikmin for Nintendo 
3DS" are two different things. Thankfully! 


My wife Sarah and | both love playing games 
together and we've been very happy for all the 


| CORRECTOR’S CORNER 


Our profuse apologies, Pokémon fans! In our 
last issue’s "Dark Side of the Moon" feature, 
we made note of the interesting visual 
similarities between Aether Foundation 
President Lusamine and one of the Ultra 
Beasts, ИВ-02: Beauty (a.k.a. Pheromosa). 
We meant for you to be able to make a direct 
comparison, even encouraging you to flip 
pages to look at Lusamine first, and then the 
ultra Beast — but we cut the picture of UB-02 
from the issue’s final draft and it went to 
press before we realized our error! So, sorry 
for the confusion. Here now are both of the 
characters side by side. Intriguing how alike 

they look, don't you think? Hmm... = 


couch co-op and couch competition games іп the Wii 
U's library. Of them all my favorite has been Hyrule 
Warriors. We both enjoy the Zelda games and 
universe, but outside of the Four Swords games we 
can only play them with one person actually playing 
while the other cheers the other on and offers sug- 
gestions. With Hyrule Warriors we can adventure in 
the world of Zelda together, play as many different 
characters, teaming up to take on the endless things 
to do that happen on each stage and come to each 
other's rescue. It's a great experience that will keep 
us occupied for many years to come! — ERIK 

A couple that slays together, stays together. 
(Slays Moblins, that is.) 


I'm definitely going to get Breath of the Wild on the 
Switch. There don’t seem to be any real Wii U exclu- 
sive features (other than the map on the GamePad), 
and it looks like it'll run better on the Switch. Plus, 
it'll be a great way to break in the new console... 
assuming it makes it for launch! - JOHN 
HAMILTON 

We hope so, John! But Nintendo might make us 
wait longer. (Ugh! We just need a final release 
date announcement now, so we can make our 
peace with it one way or the other!) 


ІЛІ definitely be getting it for the Switch — that way | 
can play it on the go! - JORDAN WATERMAN 


It was a breath of fresh air to see Nintendo hit the 
marketing on the head with their Switch reveal. The 
mysterious build-up to the console left me with a 
great sense of satisfaction once the hardware was 
finally revealed, and it was awesome to see the sen- 
timent being widely shared across the Internet! At 
long last, some optimism surrounding the future of 
the Big М. — SCOTT CAMPBELL 

Well said, Scott! Yes, it certainly seems like the 
future is looking bright for Nintendo, through 
2017 and beyond! 
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THE OX 2 


Hey Ox, what are your thoughts on the current 
woes of trying to obtain an NES Classic Edition? 
Are you frustrated that the Big N, verified by 
Reggie, once again underestimated demand? Do 
you believe that consumers will have another Wii 
situation (wherein it took many months to catch 
up to demand) on their hands with the Switch? 
- MARK J. VIGNONE 
Oh, absolutely. It’s not as though Nintendo 
had a lot going on for Christmas 2016, and 
everyone from hardcore Nintendo fans to 
mainstream media were going nuts over this 
thing all the way back when it was announced 
in July. Worse still is that for those lucky 
enough to even manage to get one (or those 
who just want to play Virtual Console in 
style), there weren’t even enough extra con- 
trollers to go around! To say nothing of it 
basically headlining "Nintendo Day 2016"... 
As for the Switch . . . 1 don't know. At this 
point, I just don't know. It does make me 
wonder if the Wii U — or even the Famicom 
Mini — was produced as conservatively, 


though. 
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As we’ve been awaiting the arrival of Breath of the Wild for four years 
now, the artists of the Zelda fandom have had plenty of time to put their 
own spins on the latest Link and newest Hyrule. Here’s some of the best! 
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- ROYALNOIR 


_ - PANCAKESANDHALIBUT 


- NICOFARI 


THE PLAYER’S POLL 


This time around, congratulations go to Madison Ambrose, whose name got 
picked out of the hat to be the winner of Breath of the Wild (on Wii U or Switch)! 
Answer the questions below to fuel our next issue’s Inbox, and you could win next! 


An all-new year is upon us, You'll have to wait until after Finally, imagine Nintendo 
January 12 to answer this put you in charge of bringing 
any game you want to the 


and it’s going to be a huge 
one for Nintendo! Which one. Cool? We'll май... OK, 
game launching in 2017 are ready? So, what do you think Switch. Which game would 
you most looking forward to of Nintendo’s plans for you pick, and why? (Could be 
rolling out the Switch? an old fave, or all-new!) 


playing, and why? 
Send your answers to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #25" — this time, one reader whose answers are picked for 
print will win their choice of any Nintendo Switch launch title! 


New YEAR, 
NEW SYSTEM 


The full Switch reveal approaches! 


FOR NINTENDO FANS, the real 
New Year's Day for 2017 won't be 
January 1, but rather 11 days later. 
That's because Nintendo's announced 
January 12, 2017, as the date for the 
"Nintendo Switch Presentation 2017" 
event. Or, basically, the day when all 
the secrecy surrounding the Switch 
launch will be cast aside! 

Nintendo's new Switch console was 
revealed to the world on October 20, 
2016, with the release of the "First 
Look at Nintendo Switch" reveal trailer 
on YouTube. As of this writing, it's got 
over 22,000,000 views racked up, and 
will likely earn many more between 
now and March, which is when the 
new machine is set to go on sale. 

But that general "March 2017" time 
frame is still all we know of the launch 
plans! And almost all we know about 
the system itself comes from pouring 
over the three and a half minutes of 
footage featured in that debut trailer 
— though Nintendo has started getting 
the system into the public eye a little 
more thanks to a recent appearance 
on The Tonight Show with Jimmy 
Fallon. 

It's all preamble to January 12, 
though. On that day, at 8 p.m. Pacific/ 
11 p.m. Eastern, Nintendo will stream 
straight from Japan a presentation 
that will give us in-depth details on 
every aspect of the system itself, as 
well as, hopefully, full information on 
just which games we can look forward 
to playing on Day 1 — and which ones 
we'll have to wait a little longer for. 

Though we'll all have to wait until 
March to bring the Switch into our own 
homes, some fans won't have to wait 
long to go hands-on with the system 
after that January 12 reveal event. 
That's because, beginning January 14, 
Nintendo's going to start hosting 
public preview events. Fans in Japan 
will get to try out demos that weekend 
at Tokyo Big Sight (Japan's largest con- 
vention and exposition center, which 
looks like an upside-down pyramid). 
And some fans in the United States 
have received invitations through My 
Nintendo to attend demo events in a 
variety of cities, like New York, Los 
Angeles and Washington, D.C. 


Of course, even if you didn't get 
one of those invites or don't live in a 
major city, it's safe to say that Switch 
demo stations will pop up quickly at 
retailers around the United States, 
Canada, Europe, Australia and beyond 
as March draws closer. It's nearly an 
unprecedented move to launch a new 
home console at that time of year, so 
Nintendo should have ample opportu- 
nity to draw everyone's attention to 
their all-new next generation! 
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My wife's birthday also just so happens 
to be January 12, and I’m sure she'll 

be thrilled that I'll be super hyped 

and focused on nothing but the 
Nintendo Switch and its new 


games all day long. - LUCAS 
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Tickets оп sale at SCRAP Zelda.com 


Assemble a team of heroes to solve puzzles and 
save the day in this LIVE entertainment event 


STEP INTO THE DUNGEON 


Could you solve Zelda puzzles in the real world? 


HAVE YOU TRIED an "escape room" yet? 

It’s one of the newest diversions sweeping the globe — businesses 
that sell not products or even traditional entertainment, per se, but 
rather take your money and give you an "experience" in return. That 
experience can be themed in several different ways — from pretending 
that you've been a victim of a kidnapping to being stuck on a space 
station — but the goal is always the same: Working together with the 
others trapped in the room along with you, you have to figure out a 
way to escape before time runs out. If it sounds like a real-life version 
of video games like the Zero Escape series, that's basically what it is. 

And now that connection's getting even stronger! A new, officially 
affiliated Legend of Zelda escape room is going on tour in early 2017. It 
aims to make you and a group of friends feel like you're actually in a 
Zelda dungeon, working to solve the kinds of puzzles Link has to 
overcome in his adventures. Will there be block pushing? Switches to 
hit with a sword or a boomerang? Small keys in treasure chests? We 
don't know those details yet, but we look forward to hearing reports 
back from the first players who are bold enough to try it! 

For more details on dates and locations, visit SCRAPZelda.com. 


There are a couple of escape room businesses in 
my town and people keep asking me to go with 


them, but | refuse. | would get frustrated by my 
friends and family slowing me down! - LUCAS 


ii U PRODUCTION ENDED 
Factories have switched to Switch. 


IF YOU DON'T yet own a Wii Ц, you might want to correct that quickly 
— because all the unsold stock that's in stores now is all there's ever 
going to be. As of November 2016, Nintendo has officialy ended pro- 
duction of the console. 

It isn't often that we spend time thinking about all of the behind- 
the-scenes things that go into Nintendo's products being physically 
manufactured, but it's a topic that became noteworthy in the waning 
months of 2016, since Nintendo was being so cagey about the whole 
situation. Everyone could tell that the Wii U was on its way out. Sales 
had dried up. Games had fled, with many in-progress Wii U projects 
packing up and moving on to the Switch — we've got more of those to 
report on later on in this issue. It was clear that the transition to the 
next generation was under way. 

And yet, for a while, Nintendo tried to sweep that reality under a 
rug. Press outlets like Eurogamer reported in early November that they 
had heard Wii U manufacturing was coming to an end. Nintendo then 
responded to those reports with a sharp rebuttal, saying, "There is no 
change to our continuing [Wii U] production." Then, just one week after 
that, the company came out and reversed that position, reluctantly 
confirming the original news story — Wii U's production runs were 
done. 

Who knows why they flip-flopped like that, but it's not hard to 
imagine that embarrassment played a role — Nintendo hasn't been 
happy with Wii U overall, and it's got to be hard to have press saying 
the system's officially dead, even if there's no opinion invested in that. 
It's just a fact. 

Wii U, over its four years, ended up selling a little over 13,000,000 
units. For perspective, Wii sold over 101,000,000. Here's hoping Switch 
strikes closer to that nine-digit total over its lifetime! 


It might not seem like it right now, but the 
Wii U has all the markings of becoming a 
collector's item in the future. Its GamePad 
controller is so unique that future Nintendo 
systems may not be able to bring its software 
back to life through Virtual Console emulation 
or ports/remakes/remasters. So do buy a Wii U 
now if you don't have one! You may not be able 


to get one years down the road! - LUCAS 
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ITS ALL IN THE DETAILS 


Medicom’s “Ultra Detail” figure line adds three new Links. 


MEDICOMS FIRST SET of "Ultra Detail" figures featuring Nintendo characters was а huge hit and even had a 
North American release. Featuring multiple iterations of both Mario and Link, the set was a nostalgic trip 
through their respective series. The second set focused heavily on New Super Mario Bros., bringing lots of 
Yoshi love. For the third set, Medicom is focusing on Link, adding three new versions to the figure line. 

From The Legend of Zelda: Majora's Mask, a figure of Young Link holding the Mask of Truth is sculpted 
straight off the official art from the manual for the game. Also in the set is a downright gorgeous The 

Legend of Zelda: A Link Between Worlds Link figure with trademark smirk, and Link from The Legend 

of Zelda: Twilight Princess (pictured here). І hope these come with stands, because while they are very 

true to the official art, their poses aren't conducive to standing. The previous ones had stands, so that's 

what I’m expecting. The box art on these figures was even enticing, so I'm eager to see what they do with 
these, as we only have pre-production shots to drool over. These are coming in May 2017 for around $10 each 
in Japan, and because of the success of the former sets, we can expect a North American release shortly 
thereafter. Now that Mario and Link are well-covered, | wonder if Medicom would consider other Nintendo 
franchises, like Metroid or Mother? They're certainly the next best candidates for great sculpts! 


TOP OF THE LINE 


The latest Link comes to life. 


IF YOU THOUGHT а Figma was the highest-end Link 
figure you could buy, Medicom would like to change 
your mind and hurt your wallet. In addition to the Ultra 
Detail Twilight Princess Link seen above, the company 
has already released a $200+ take on the same Link! (It 
met with mixed reviews thanks to inconsistency in the 
fabric used for his tunic, but was still a good seller.) 
Now, a new Real Action Hero Link has been revealed, 
this time from Breath of the Wild. The once again 
stunning figure will cost around $285 this time and have 
two facial expressions, Soldier's Broadsword, Traveler's 
Shield, Traveler's Bow, Quiver, Arrows (including that 
awesome glowy arrow), the Sheikah Slate, a hood and a 
stand. There's no release date at this time, 
50 you've got some time to save your cash. 


ARROWS AT THE READY 


Link and Zelda can strike a pose with their bows. 


TWILIGHT PRINCESS BROUGHT us the darkest and most detailed versions of the beloved Link 
and Zelda. Good Smile has done a Link Figma twice before under the art of Skyward Sword and A 
Link Between Worlds, and both were simply amazing. Now, we're getting a new Link — but the real 
story here is Zelda. Normally figure creators shy away from making articulated figures out of char- 
acters wearing dresses because, well, a plastic dress is cumbersome for movement. While the pre- 
production shots of the Figma are showing very limited movement from the waist down, we'll have 
a better idea once the Figmas ship in May. (It does appear that the dress will be at least slightly 
manipulatable.) Zelda will come with her sword and the Bow of Light. Link will actually have two 
versions. The figure will be the same, but the "DX" version will have a multitude of extra accesso- 
ries, including the Ordon Sword, Hero's Bow & Arrow, Ball & Chain, Hawkeye and Clawshot. The 
Clawshot even includes both open and closed positions for amazing poses! Zelda will cost around 
$55, and DX Link will be around $60. A North American release is all but confirmed for these two! 
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Collector’s Corner is compiled by Brett Martin, the world record holder $ а tn | | О 
for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, U Р Г) АТ Е 


Тһе Video Game Memorabilia Museum, at videogamemm.com 


THIS IS A happy amiibo update, as | finally get to speak of 
those fantastic Zelda amiibo figures that hit store shelves 
this December! A 3D 8-bit sprite of Link in the same style 


as the classic Mario amiibo came out to celebrate the 30th 
U STE R B RAN D x Е LDA Anniversary of The Legend of Zelda. You can see it 
pictured below, but what you can’t see from that front 


view is the White Sword being carried on Link’s back! 

Also in the latest Zelda set is Ocarina of Time's Adult 
Link playing, well, the Ocarina of Time - its sculpt is so 
good that it makes the original Link amiibo blush. Toon 
Link and Toon Zelda in their cel-shaded Wind Waker styles 
make up a two-figure box set to complete the collection. 
Pity they didn't go all out and release an amiibo from each 
game, but | suppose there's still time in the coming years! 

These amiibo will give you in-game loot in The Legend 
of Zelda: Breath of the Wild, in random quantities. 8-bit 
Link will spawn barrels, which may contain Rupees. OoT 
Link will summon meat. Toon Link will give you a fresh 
catch of fish, and Toon Zelda will make plants appear! (All 
things that will be useful for the game's cooking feature.) 

Still on the horizon is Breath of the Wild's own set of 
figures, which looks to reach a new echelon of detail 
amongst amiibo. | originally snagged a pic of these at ЕЗ, 
and | got to see the life-sized versions on the show floor. 
There are three in the set. The first is Link on a horse, 
(which І learned may not necessarily be Epona). The 
second is Link firing an arrow, which literally jumps off the 
cover art of this issue! The last is a Guardian: one of those 
new stone octopus monsters | thought were overgrown 
Peahats. Can't wait! 


Nintendo's fantasy franchise enters the world of high-end fashion. 


A EUROPEAN FASHION company and self-proclaimed "gamer outfitter" named Musterbrand 
has secured the Legend of Zelda license and is releasing multiple outfits and other gear based 
on the franchise. Their brand is popular and well-known for everything from Assassin's Creed to 
World of Warcraft, and specializes in jackets and hoodies. They are offering a Link "Voyage" 
jacket, complete with the trademark conical green Link hat as the hood for $160. They also have 
atunic-inspired hoodie called a Link Cape Knit-Hoodie with a similar but smaller Link-hat-hood 
for $90. They even have a "hooded shirt" with Link's hat for $60, though the "hat" gets less and 
less iconic with each iteration. Other items include a $40 scarf and a $50 loot bag. 

None of the pieces scream Zelda; in fact, most of them have you searching for some logo to 
confirm it's truly a Zelda piece. Even the jacket has a large golden Hylian Crest emblem, but you 
can't see it until you take it off because it's on the inside of the jacket just below the neck. AII of 
the clothing items are unisex, and there's free shipping offered on 
Musterbrand's website to the States and all of the European Union. 

The lines between cosplay and fashion continue to blur . . . 
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HYRULE ILLUSTRATED 


Over 30 years of official art in one hefty tome. 


WHILE JAPAN'S FANS are already pouring over its pages, 
Dark Horse has pledged to translate The Legend of Zelda: Art & 
Artifacts into English for a February 2017 release. The hard- 
cover tome will compile the 30-year history of the series with 
the promotional art, box art, manual art and pre-production 
materials that make it such a beloved franchise. The book also 
includes sprite art, and in-depth interviews on how the techni- 
cal and creative aspects of each game came together! Over 420 
pages long and over one pound in weight, it even promises 
never-before-seen content to peruse and drool over. It will also 
АВТ & ARTIFACTS Ж include plenty from Breath of the Wild, so make sure to pre- 
order the $25-ish book at your local bookseller or online! 


NINTENDO’S THEME PARK PLANS REVEALED! 


Get ready for a Universal Studios vacation in the year 2020! 


PACK YOUR BAGS, book your plane 
tickets and reserve a hotel room, 
because Super Nintendo World is 
going to be a reality soon! 

Well, OK, it’s going to be another 
few years - 50 you could probably 
wait a while before checking prices on 
airfare. But still, it’s actually happen- 
ing! A real, honest-to-goodness theme 
park dedicated to Nintendo! 

It was in May 2015 when Nintendo 
first announced that they'd be joining 
forces with Universal Studios to craft 
real-world theme park attractions 
based on the Big N's biggest brands, 
but both companies kept further 
details under wraps — until just 
recently, when they blew the lid off! 


Super Nintendo World is the official 
name for the new land, which will 
become a part of the Universal Studios 
experience in three of Universal's 
theme parks: the Hollywood, Orlando 
and Osaka, Japan locations. That bit of 
news is a recent revelation as well, as 
many of us assumed that whatever 
Nintendo was building with Universal, 
it would only show up in the Osaka 
park and we Westerners would need 
to plan an international trip to experi- 
ence it. But not so! Now, Americans 
need travel no further than California 
or Florida to be able to warp into the 
world of the Super Mario Bros. 

And you can take that literally — 


Yeah! 


Super Nintendo World 


is a dream come true! 
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as you can see in the concept art 
above, the vision for Super Nintendo 
World is heavily inspired by the iconic 
imagery of the Mushroom Kingdom. 
That may only be one piece of what's 
planned, or it could be that this Mario 
area would be Phase 1 of construction 
and other franchises would get their 
own zones later on. Patents obtained 
by Universal for ride construction are 
pointing toward Mario Kart and 
Donkey Kong Country mine cart rides, 
both of which could fit thematically in 
a Mario-focused world. 

Super Nintendo World is planned to 
be ready by 2020, in Japan at least. 
Hopefully sooner in the States! 


Disney's building a Star 
Wars Land, and now 
we've got confirmation 
that Super Nintendo 
World won't just be in 
Japan? Brilliant! My 
family and | are going 
to have an absolute 
blast on that first 
summer vacation after 
they open. And then 
the second. And the 
third...- LUCAS 


Unyeah... 


We may have to wait for 
ome four years until it’s ready! 
"ud 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


THE NEW YEAR kicks off with an old game: Dragon Quest VIII: 
Journey of the Cursed King. The translated version of its 3DS 
port is ready at last, and it’s planned to debut on store shelves 
beginning on January 20 in both North America and Europe. It’s 
been a long wait (it hit Japan in August 2015), but we're hoping 
it'll turn out to have been worth it! We've got one last look on 
Page 30, then we'll have a review ready to roll in our next issue. 


THE MASS EXODUS of Wii U software to other 
systems continues on February 3, as following just 
two months after Super Mario Maker's transition to 
the 3DS will be Yoshi's Woolly World pulling the 
same trick. We'll also have our full review of this 
one ready for next time, but this time you can see 
us wax poetic about the Wii U version on Page 40. 


OH, NO BIG deal here . . . just the launch of Nintendo's next 
all-new home console generation! And, well, an all-new 
portable generation too, seeing as how the Nintendo Switch 
serves in both capacities. As we go to press with this issue the 
Big N hasn't yet pinned down the precise date on which the new 
system will go on sale, but we know it's sometime in March. Get 
hyped for our full Switch Launch Guide in our next issue! 


OUR COVER GAME for this edition, the wildly 
highly anticipated The Legend of Zelda: Breath of 
the Wild is set to be one of the biggest releases of 
2017 when it finally arrives on both the Wii U and 
the Switch. But when exactly will it be arriving on 
both of those systems? We dive into that question, 
and more, on Page 26! 


EVERYTHING ON THE release calendar for Nintendo is a 
total question mark beyond the month of March - and even 
within it — as we await the clarification that the company has 
promised to bring to us on January 12. Only one game that's 
already been announced has a general time frame beyond then, 
and that's Mario Sports Superstars, pegged for "Spring 2017." 
We take another look at it on Page 33. 


FINALLY, SERVING AS evidence that Nintendo 
doesn't plan to drop support for the 3DS family of 
systems even later into this new year is Ever Oasis 
and its currently nebulous release that's only 
defined as "2017" at the moment. Will we see it 
soon after Mario's latest sporting event, or will it be 
pushed later still? We've got a preview on Page 32. 


It’s not just us saying "farewell" to the Wii U іп this NF issue - it’s 
Nintendo themselves, as this past October's Paper Mario: Color Splash 
will serve as the final first-party exclusive on the system. Wii U diehards 
can still look forward to Breath of the Wild, but if you're that much of a Wii 
U fan, you're probably also getting a Switch on Day 1. So... - LUCAS 


IF YOU'VE BEEN a part of the Nintendo 
Force for a long while now, you might 
recall that Shovel Knight appeared on the 
cover of our seventh issue . . . which was 
published three years ago now! Yes, the 
game that went on to be honored as our 
Game of the Year for 2014 is still going 
strong here in 2017, as its final slate of 
free DLC add-on content has entered its 
home stretch of development. The new 
Specter of Torment campaign 
will launch in the Spring, and 
it will be followed by the 
King Knight campaign, the 
Battle Mode and the 
Body Swap option 
too. For more on 
what's coming 
next, flip over 

to Page 19! 
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RETURN OF THE 
GAMECUBE 


The Wii U Virtual Console dropped the ball. 


Now, the Switch has a second chance to 
revive everyone's favorite purple box! 


THE TIME IS now. 

Four years ago, when the Wii U was 
in its infancy and we were all hoping 
and wishing and dreaming for what it 
could bring us, there was one feature | 
hoped to see above any other: Virtual 
Console representation for GameCube 
software. It seemed reasonable! The 
Wii VC had hosted emulated takes 
on classics from the NES, SNES 
and N64 eras - stopping the line 
of what was considered retro just 
before the Cube generation. With 
Wii U marking the beginning of a 
new chapter, it seemed like the selec- 
tions of available Virtual Console 
software should likewise take another 
step forward through history. Right? 
Like I said, totally reasonable. 

But it didn't happen. Instead, the 
Wii U Virtual Console rolled out with 
fewer past catalogs represented - we 
had to wait until April 2015 for N64 
titles to begin appearing again! Other 
classic consoles that had been part of 
the Wii lineup were removed entirely 
from the Wii U, like Sega's Genesis and 
Master System and SNK's Neo Geo. 
Overall, the Wii U VC has been a step 
backward, selection-wise. 

That's not to say everything's been 
negative throughout this past genera- 
tion, though. While the VC did lose lots 
of games compared to the Wii era, 
three big additions were made to help 
compensate for that loss. First, the Wii 
U VC got Game Boy Advance games — 
and their emulation was brilliant. 
Then, DS titles were added to the mix 
- and their emulation, too, was totally 
wonderful. Packed with options. And 
finally, even some retail Wii titles — 
games that had just been on disc on 
store shelves a few years earlier — 
were made available as digital down- 
loads. (Nintendo didn't market those 
games under the Virtual Console 
banner, but still.) 

Taken together with the earlier 
Game Boy systems supported by the 


3DS Virtual Console, every 
single past platform from 
Nintendo has had at least 
some of its games made 
available for download, 
except for two: the Virtual 
Boy and the GameCube. 

(I'd go into my thoughts on bringing 
back Virtual Boy software, but that 
would be another article entirely.) 

For the GameCube, the time is now. 
The Switch is the perfect system to 
play host to a new revival of the 
Virtual Console overall, but particu- 
larly for GameCube software. There 
are a number of reasons why, so let's 
try to innumerate them. 

First, the Switch eShop needs a 
flagship feature. The Switch itself is 
sensational, and lots of people are 
going to be drawn in by its dual func- 
tionality as both a TV-outputting home 
console and a take-it-anywhere 
portable device. No doubt millions of 
people are going to buy and enjoy all 
of the retail software produced for it, 
especially since the retail software's 
going to be on snazzy little cartridges 
absent of any need for disc-spinning 
load times. If people get too enamored 
with the physical software, though, all 
the momentum Nintendo's built up 
with its past eShops runs the risk of 
evaporating. Adding GameCube games 
as digital downloads would draw eyes 
back to the eShop storefront. 
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Second, portability 
is going to be a huge 
draw for new games on 
Switch whether they're 
sold digitally or physically – 
but being able to play Cube 
games on the go would be a 
uniquely new experience. We've had 
a couple of remakes and ports of Cube 
games throughout the past decade. 
The first two Metroid Primes came to 
Wii, as did the first two Pikmins, 
Resident Evil 4 and even Donkey Kong: 
Jungle Beat. The two GameCube Zelda 
installments got HD Wii U re-releases. 


But all of those have been home 
console re-releases - we haven't had 
any games from the GameCube library 
made available for play anywhere 
other than your living room couch. 
Just being on Switch would add that 
functionality to all the games that 
made the cut for VC re-release! No 
need for individual portable remakes 
like Ocarina of Time 3D, Majora's Mask 
3D, Star Fox 64 30... (No need to add 
3D to them either.) 

Another reason why now is the 
time for GameCube to return? The 
emulation of past Nintendo classics 


has gotten much, much better in just 
the past few years. Nintendo has two 
teams of proven experts working to 
bring the past back to life on modern 
systems: M2 (who created the GBA VC 
emulation) and NERD (responsible for 
the excellent NES Classic Edition). It’s 
clear the company has prioritized 
great emulation after years of it being 
a lesser concern, and the GameCube 
library could reap the benefits. Great 
emulation of Cube titles could add new 
features like Restore Points, but the 
visuals of each game could also be 
improved! There'd be no need for 
separate, standalone HD remakes of 
these games any more if the container 
program into which they were injected 
could HD-ify them as they currently 
exist. And we know it's possible! 

Have I made enough of a case for 
why GameCube games should come to 
the Virtual Console on Switch? OK, 
great! Because, funnily enough, it 
looks like it might really be happening! 
Yes, as we were finalizing this issue, 
the rumors began to arrive - separate 
from our hopeful speculation that it 
could happen, sources began to report 
that, yes, it actually will happen! It's 
all still technically rumors until the Big 
N comes forward and confirms it for 
sure, but signs are looking good! 

Of course, even if the announce- 
ment were official right away, we'd still 
be left with plenty of questions until 
we got our hands on the Switch itself 
and began to play the games. Like, 
how will the Switch handle the control 
input for games that used the Cube's 
unique shoulder buttons? You could 
press L and R on a Cube controller and 
have input registered as a gradual 
analog signal until you pressed it all 
the way down and heard it click. The 
Switch's Joy-Con shoulder buttons will 
need to behave the same way for full 
compatibility with games like Super 
Mario Sunshine! 

How about pricing? Traditionally, 
NES games have been $4.99, SNES 
titles $799 and N64 games $9.99. But 
will tradition change now in the wake 
of the launch of the NES Classic 
Edition? Because at its $60 pricetag, 
the 30 built-in games could be valued 
at just two bucks apiece. So will all VC 
prices now shift downward? Or will 
Nintendo keep going with the standard 
of the past decade and price Cube 
titles somewhere north of $10? Will 
they be $12? $15? Small differences in 
the price point picked could add up to 
many more - or far fewer — sales. 

So there are questions yet to 
address - but for now, I'm hopeful! 
Now is the perfect time for the return 
of the GameCube, and | think Nintendo 
agrees! - LUCAS 
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BLASTING AGAIN 


Inti Creates and Sunsoft present ! 
TALK ABOUT YOUR out-of-left-field surprises! During Inti 
Creates’ Fan Festa event in November — celebrating the com- 
pany’s 20th anniversary, by the Бу - the team announced its next 
big project: Blaster Master Zero! 

Inti has scored the license to the NES classic from Sunsoft and 
now presents a unique interpretation of past events. Blending the 
sci-fi drama of the Japanese original, Chou Wakusei Senki 
Metafight, and the far sillier premise of the Western localization, 
the story follows robotic engineer Jason Frudnick, who aids in the 
restoration efforts of an inhospitable Earth. One day, he discovers 
a new life form he dubs "Fred," which leads him underground to 
the ruins of civilization and the mysterious tank SOPHIA 3rd. 

Looking at the available screens, Zero hews closely to the old 
8-bit aesthetic, albeit with more colors and a wider aspect ratio. 
You'll again explore the environment in a nonlinear fashion both 
aboard SOPHIA 3rd and on foot — where the view switches from a 
sidescrolling perspective to a top-down one - in search of items 
to access previously inaccessible zones. Of course, this isn't quite 
the same adventure as before - Inti promises a wealth of new 
areas, bosses, sub-weapons and other exploration mechanics. 

With Inti's track record of injecting old-school gameplay with a 
touch of contemporary flair, Zero is certain to delight 2D aficiona- 
dos when it descends into the 3DS eShop in Spring 2017. That 
launch window also places it near Switch's arrival, so could it also 
be heading to Nintendo's newest system? Here's hoping! - TONY 
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То SWITCH, OR Nor To SWITCH? 


Bloodstained: Ritual of the Night is still over a year away. Will it still hit Wii U? 


IT'S BEEN OVER a year and a half now since 
Bloodstained: Ritual of the Night – the 
Castlevania spiritual successor from ex- 
Konami veteran Koji Igarashi — was success- 
fully funded on Kickstarter. Allow the 
Nintendo Force to bring you up to speed on 
all that has transpired since then! 

The tastiest update was of course the 
release of a Steam demo to backers in June. 
The little snippet, fresh from its appearance 
at E3 2016, felt like the makings of a true 
follow-up to Symphony of the Night. Any 
concerns fans harbored that the game would 
fall short of its intended goals were mitigated 
(at least for the time being). 

Meanwhile, the production team has 
grown into quite the multi-headed behemoth. 
On top is ArtPlay, the Chinese mobile gaming 
company that owns the Bloodstained IP. 
Igarashi works in ArtPlay's Japanese branch, 
where he and three other industry vets 
design the game's core infrastructure. Then 
we've got our pals at Inti Creates on lead 
development, with Armature Studio in charge 
of porting the game to Wii U and PS Vita. Now 
lending their support are DICO and Monobit, 
brought on for their Unreal Engine 4 experi- 


ence, thereby filling gaps in Inti's skillset. 

Finally, sitting in the publisher's chair is 
505 Games. But wasn't that Deep Silver's job? 
Such was assumed ever since Deep Silver's 
parent company Koch Media filed a 
Bloodstained trademark last year. Could there 
have been a breakdown in relations? We 
won't know for sure, as all involved parties 
are keeping silent. 

In more worrisome news, the game's been 
delayed from 2017 to the first half of 2018 – 
which may put the Wii U version in jeopardy. 
During an October 2016 interview with IGN, 
Igarashi explained the predicament of devel- 
oping for a platform that will have long been 
supplanted by the time Bloodstained hits the 
market. While dropping Wii U for Switch 
might result in an easier production environ- 
ment, he also has to consider the promises 
made to Kickstarter backers. It's tough to 
balance the needs of the team with the 
desires of the fans who allowed the game to 
even exist! 

As of this writing, no official decision has 
been announced. Personally, I'd be happy 
wherever Bloodstained finally makes its 
mark! - TONY 


INTRODUCING SADBOT! 


An all-new runner set to make his debut in 


SUPER MARIO RUN may have been 
making headlines recently, but it’s not 
the only auto-running platformer to 
feature the dulcet tones of Mr. Charles 
Martinet. The voice of Mario also 
appeared in BIT.TRIP Presents... 
Runner2, playing himself in a video 
game for the very first time. That’s 
just one of many Nintendo-powered 
firsts for the BIT.TRIP series. There was 
also BIT.TRIP COMPLETE, the first col- 
lection of WiiWare titles to ever make 
the leap to the big world of "boxed 
and on disc" retail packaging. Then a 
few years later, BIT.TRIP series mascot 
CommanderVideo became the first 


Western indie game character to 
appear in Smash Bros. as a collectible 
trophy! Through ups, downs and even 
ports to other consoles, Choice 
Provisions (the creators of BIT.TRIP) 
have always maintained a very special 
relationship with Nintendo. 

Which brings us to Runner3, the 
next entry in the ВІТТКІР franchise, 
and our exclusive reveal of Sadbot, 
one of its new playable characters! 
Though the game is largely shrouded 
in secrecy, we've heard a few tidbits — 
like the fact that the game’s signature 
retro levels will allow for more explo- 
ration this time around. Now the good 


Commander can even stop running if 
he wants to! That’s going to be yet 
another first for the series. 

As for Sadbot, he just may be the 
very first ВІТТРІР baby! Radbot, 
CommanderVideo's hulking sidekick 
from the original BIT.TRIP RUNNER, 
was too massive to make the journey 
for Runner3, so he grabbed some junk 
and made Sadbot - a smaller, stranger 
robot boy, born to run as Radbot's 
proxy. His bucket-headed profile and 
torso built from canned Schlórtz 
Premium Malt Fluid both beg the 
question: What lies in the soul of 
Sadbot? If Radbot uploaded his psyche 
into Sadbot's motherboard, does that 


make Sadbot a mental clone of his 
of his "father," or will the sweet, lin- 
gering Schlórtz in Sadbot's heart- 
shaped hard drive intermingle with 
Radbot's CPU to create a wholly 
unique mechanical offspring? Only 
time will tell. 

Speaking of time and telling, we've 
heard that Nintendo is asking indie 
developers who have Switch games in 
the works to stay quiet for now. That 
means, for the moment, we can't 
confirm if Runner3 is Switch-bound or 
not. We also can't encourage you to 
look back on Choice Provisions' con- 
sistent history of support for Nintendo 
consoles so that you may draw your 
own conclusions on where this 
Rhythm Alien's future legend will soon 
be told. In fact, we may have already 
run our mouths off too much as it is! 
- JONATHAN 


Мо U For STARDEW 


Stardew Valley is making the switch. 


IT’S HARD TO believe that Stardew Valley's first appearance on 
our gaming radars was a little less than a year ago, but what a 
year it has been! It got Best Independent Game of the Year nomi- 
nations at both the Golden Joystick Awards and The Game Awards, 
and creator Eric "ConcernedApe" Barone even got to spend some 
time getting to know Yasuhiro Wada, creator of the Harvest 
Moon/Story of Seasons franchise — the main inspiration for 
Stardew Valley. However, while ports to both the PlayStation 4 
and Xbox One released as planned in December, Barone and 
Chucklefish Games announced on November 30 that the planned 
Wii U port of Stardew Valley had been cancelled — in favor of an 
eventual release on the Nintendo Switch. 

Citing "the current gaming landscape" as the major reason 
behind the decision, Barone reiterated his commitment to bring 
Stardew Valley to a Nintendo console in an announcement posted 
to the game's official website. He also added, "I believe the 
Switch's unique capabilities could create some exciting new 
opportunities for Stardew Valley." 

It's not known what these exciting new opportunities are yet, 
but if the console releases are any indication, the Switch port will 
include the new maps, crops and marriage candidates that are in 
the console releases and the PC version's 1.1 update. - REBECCA 
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THE EXPANSION BEGINS 


Johto Region monsters have started popping up in Pokémon СО! 


DID YOU THINK you had caught them all? 
Well, now you've got a little more work to do. 
Pokémon GO was a worldwide phenom- 
enon in 2016, especially in the weeks immedi- 

ately following its release in July. Millions 
upon millions of people downloaded the free 
app and began wandering around the real 
world, catching virtual creatures — and 
coming together in massive crowds centered 
on hot spots where Pokémon were known to 
pop up frequently, as well as PokéStops and 
Gyms where players could snag free items 
and battle for the glory of their chosen team, 
respectively. 

But as the summer months gave way to 
fall, and fall to winter, interest understand- 
ably declined. The weather in the Northern 
Hemisphere had something to do with that — 
it's not too much fun to play a game that 
requires you to take long walks outside when 
the temperature is freezing instead of bright 
and sunny — but perhaps a stronger reason 
for the drop in fervor was that many players 
had seen all there was to see. The game went 
live with just the Pokémon series' original 151 
monsters able to be found and captured (and 
actually, less than that, since some 'mons like 
the legendary birds Moltres, Zapdos and 
Articuno still haven't been released into the 
wild). So many players were so dedicated to 
the goal of catchin' em all that they did. They 
got everything that was gettable. Then they 
stopped. 

But now, at last, there's a major reason to 
get going again: Johto Region monsters! The 
developers at Niantic have begun to expand 
Pokémon GO's roster beyond the original 151, 
now drawing in monsters that were first seen 
in Pokémon Gold & Silver. 

... Just not all of them. For months, many 
assumed that the full set of 100 additional 
creatures from Generation II would drop into 
GO all at once, but it looks like Niantic is 
planning instead to drip-feed them into the 
game little by little. The first ones they've 
released? The babies! 


The Baby Pokémon Pichu, Elekid, Magby, 
Smoochum, Igglybuff, Cleffa and Togepi are 
all now obtainable in GO — but there's a 
catch. You can't catch 'em, you've gotta hatch 
'em! The babies won't appear out in the wild, 
but rather will only pop up out of eggs you 
get from PokéStops. Time to clear out some 
space in your incubators and get walkin’! 

Niantic continues to tweak GO's features 
(for better or worse), and players are still 
frustrated with errors plaguing the game and 
the lacking tracking. But Johto creatures 
beginning to arrive is a good sign that the 
company isn't kicking back and swimming in 
their millions of dollars — they're committed 
to keeping the game interesting for a long 
time to come! - LUCAS 


Elekid 


62/62HP 


25.74kg 


1178526 


—WILL-— 


TALE OFATORMENTED SOUL 


brings the story of the undead villain to life. 


ARE YOU READY to travel back in 
time? How about traveling back in 
time, and then traveling back again, 
even further into the past? Shovel 
Knight: Specter of Torment looks like 
it will be doing just that. 

After keeping quiet on the specifics 
of the new 


playable Specter Knight campaign for 
quite a while, the dev team at Yacht 
Club Games has just recently pulled 
back the curtain on this upcoming free 
DLC add-on to 2014's Shovel Knight. 
It's a prequel story, this time around. 
Specter Knight's adventure will take 


place chronologically before Shovel 
Knight's quest, telling the tale of how 
the villainous Order of No Quarter was 
assembled in the first place. Specter 
Knight, it turns out, was the one who 
traveled the land doing the recruiting 
work for the Enchantress — perhaps 
because it's only due to her vile magic 
that he was brought back from the 
dead? 
That's not totally confirmed yet, 
but is a good guess based on the 
the latest trailer Yacht Club's 
provided — a trailer in which 
we also get our first-ever look 
at the living warrior that Specter 
Knight once was, before he became 
a scythe-wielding wraith! Flashbacks 
seem to be in play here, as we see 
Specter Knight (or whatever his name 


-GOLD- 
#81520 


+ 


was, when һе was still alive) going on 
а moonlit quest alongside an unknown 
ally. Who is this mystery man? What 
part will he play in the greater story? 
Those flashbacks seem like they'll 
offer us those answers (and since they 
are flashbacks taking place even 
further in the past relative to the main 
campaign, which is itself still set 
before Shovel Knight’s adventure, this 
is a double-back-in-time narrative). 

Gameplaywise, Specter Knight’s 
not retreading anything from the past, 
though. All of the stages he'll dash 
through have been totally reimagined, 
апа the skillset he'll use to traverse 
them is totally different than both 
Shovel Knight's and Plague Knight's. 
Specter’s a wall-runner, able to sprint 
up sheer vertical surfaces and spring 
backward off them to work his way 
up. He’s also got diagonal scythe 
slashes that can keep him airborne if 
he chains lines of foes together! 

I can't wait to revisit Shovel Knight 
a third time, this Spring! - LUCAS 
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Тһе Fairy Tale Continues 


FAIRUNE 2? MORE like 
"Fairune Too." Despite some new visual filters and an impressive 


intro screen, the first hour or so of this sequel feels almost exactly 


like its predecessor. Thankfully, its scope widens substantially 
from there, introducing all-new areas, including a central tower 
dungeon and a greatly expanded underworld system. Still, 
Fairune 2 never gets all that deep - though in this case, shallow- 
ness has its advantages. 

Like the Witch & Hero games (also published by Circle 
Entertainment), the Fairune series is usually too simple to ever 
work you very hard. They don't offer you a lot, but they take 
almost no effort to play, so you generally end up getting more 
than you're asked to give. Their streamlined "bumping" combat 
systems and simple grid-based overworlds make it easy to breeze 
along with little to slow you down. 

But Fairune 2 is actually a step backward in that regard - it can 
be pretty taxing! Dungeons are sometimes tucked away behind 
invisible walls or in unassuming, hard-to-stumble-upon corners of 
the map, and thanks to multiple traps and dead ends, the over- 
world is often hard to traverse. There are also plenty of limited- 
use items and unexciting fetchquests. Due to poor pacing, these 
extra chores don't always lead to extra rewards. The game has 
four main areas to explore, four cool bosses to fight and four 
swords to collect. Perfect fit, right? Too bad three of those four 
swords are hidden in the last area, and all four bosses are saved 
for the very end of the game! 

There are also more items to collect and secrets to discover 
this time, most of them related to the Fairune's underlying, 
fourth-wall-breaking narrative. 

Compared to the original, Fairune 2's highs 
are higher, but the lows are lower, proving 
that bigger isn't always better. - JONATHAN 


CIRCLE ENTERTAINMENT 
SKIPMORE 
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Dont Burst These Bubbles 


PIRATE POP PLUS 


I KNOW SOME people who would rush to 
buy a game even by the mere mention that 
it utilizes classic filters or color schemes. 
We've seen as much with the NES Classic 
Edition, which sold out in minutes nation- 
wide after hitting shelves. But in turn, nos- 
talgia can be a crutch – and unfortunately, 
that's the case with the saccharine Pirate 
Pop Plus. 

While a lot of you grew up playing 
Bubble Trouble, a popular Flash game in 
the 200065, Pang (known as Buster Bros. in 
the West) was where the concept of video 
game bubble popping all started. For the 
uninitiated, the game takes place on a 2D 
plane on single-screen, non-scrolling maps. 
Enemies appear in the form of bubbles, 
and it's up to you to shoot an upwards 
hook weapon of sorts to pop them, which 
in turn can create more bubbles as frag- 
ments of bigger spheres pop off. There are 
power-ups and several other nuances 
involved, but that's basically the game. 

So why the history lesson? Well, Pirate 
Pop Plus is essentially an homage to Pang, 
but in one of the dullest ways possible. 

| really would've liked to have seen a 
refinement of the formula beyond power- 
ups. If there was a story mode with a light 
narrative, perhaps some sidescrolling 
montages, humorous cutscenes (à la 
Pac-Man), a more robust in-game shop – 
any combination of those features, really – 
| would've been more inclined to play 
beyond what was required for this assign- 
ment. Popping bubbles is great fun in 
spurts, but when that's all you're doing, 
and it starts to blend together, it becomes 
a problem. 
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You don't have a whole 

lot to look forward to 

after getting acquainted 

with the core formula, as 

you can unlock new charac- 

ters and designs for your "pocket game" 
console (13AM's take on the Game Boy), 
but that's really it. While a score-attack 
game begs to be played to perfection, 
there isn't much incentive to really strive 
toward a high score in general, and for 
those of you who aren't keen on the 
arcade-like "over and over" mentality, 
there isn't much here for you either. 

| have to give it to 1ЗАМ though (who 
also created the incredible Runbow), 
because they really know how to make a 
world. The art, while mostly representative 
of the old monochrome art of the Game 
Boy, has nuance to it, mostly in terms of 
the detailed animations. The same goes for 
the abundant models for items, back- 
grounds, and the stages themselves, which 
are crafted with love. 

Pirate Pop Plus isn't what I'd call a bad 
game, it's just exceedingly average. What 
you see on the surface, including the 
unabashed retro veneer, is what you get. 

- CHRIS 


The Return of Hotel Dusk 


FANS OF FORMER software developer 
Cing know that they created some rather 
unique experiences. They’re most well 
known for titles like Hotel Dusk and Trace 
Memory, both of which were games that 
focused heavily on narrative. While Cing is 
no more, some of its developers banded 
together at Arc System Works to continue 
creating titles in Cing’s style. That has lead 
us to Chase: Cold Case Investigations 
~Distant Memories~, an eShop-only title for 
3DS. This adventure continues the tradi- 
tions of former Cing games by making nar- 
rative the main attraction, but as a first 
installment in a planned episodic series, it 
leaves a bit to be desired. 

Chase follows the lives of Koto Amekura 
and Shounosuke Nanase, two detectives 
who work in a cold case unit. While most of 
their days are filled with endless boredom 
and little work, that all changes with a 
mysterious phone call to their office. Five 
years ago, an explosion at a nearby 
hospital resulted in the death of a hospital 
janitor. The event was ruled an accident, 
and life went on. That is, until this call 
came in. The mystery caller claims the 
accidental death of the janitor was no 
accident at all. Nanase and Amekura take 
this tip and decide to run with it, leading 


Shounosuke Nanase| 


This is it... There’s really no 
reason for me to say any more, is 
there? Why don't you just tell us? 


them through a case 
filled with twists and 
turns. 

Chase plays like an 
entry in the Ace Attorney 
franchise, but with a more serious tone. 
There's little room for humor during the 
entire game, with the focus squarely on 
solving the mystery behind this murder. A 
huge portion of solving that crime involves 
nothing more than reading — which, again, 
should come as no surprise to those 
who've played Cing games. When you do 
get to interact with the game, you'll be 
choosing text options to present during 
interrogations, or picking spots on crime 
scene photos that you'd like to investigate. 

If you're expecting a lot of reading off 
the bat, Chase shouldn't bother you much. 
The real issues come up with some of the 
deductive reasoning. There are a few 
instances where the game asks you to 
connect some elements that are just too 
much of a stretch, or to make assumptions 
that a real detective would never follow. 
Those moments hurt the sense of immer- 
sion, but don't totally ruin the experience. 

Chase's overall tone works well, and its 
cast of characters is unique and engaging. 
There's also quite a pretty visual style. 
Throw in the cliffhanger ending and you 
end up with something fairly enjoyable. If 
you can forgive a few storyline shortcom- 
ings and are OK with a first episode that 
takes just over an hour to complete, Chase: 
Cold Case Investigations "Distant 
Memories- might be for you. - KEVIN C. 
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Nikki is Back! 


THE PRODIGAL DAUGHTER has returned! 

Right around five years ago, in December 2011, Nintendo sent 
a free little sketch-and-share app called Swapnote into the 3DS 
eShop. Its star was the most charming, most artistically gifted 
and cutest bespectacled Mii character of all-time: Nikki. Nikki! The 
gloriously heartwarming hostess. Nikki! Whose love for sending 
letters was unmatched by even the most fervent USPS employees. 

Nikki! Who lost her job two years later. 

Swapnote was all good fun, until some people decided to ruin 
it. It allowed you to scribble simple pictures and then send them 
through the magic of SpotPass to friends whose 3DS Friend Codes 
you had registered. But you could also send photos and small 
sound files, and that functionality was ultimately, unfortunately 
exploited by some bad eggs who started sending inappropriate 
stuff. Nintendo pulled the plug on Swapnote's SpotPass function- 
ality, which effectively made the whole app worthless. 

But now, Nikki is back! Nintendo's revived the Swapnote app as 
Swapdoodle - with a few key changes. Photos and sound files can 
no longer by sent — only what you draw may be shared, and only 
with confirmed friends. The interface for illustrating your notes is 
only a little different than before, and you're still able to do things 
like swap out ink colors and different stationery for backgrounds. 

Totally new, though, is a Lesson Store that's packed with in-app 
purchases. You can download Swapdoodle for free and enjoy its 
basic features at no cost, but Nintendo sure would love to sell you 
a pack of tutorials to teach you how to draw Mario characters or 
Splatoon's Inklings. It's like Swapnote fused with the Art Academy 
series, then got inspired by mobile gaming on monetization. 

The lessons aren't anything special, though, so | say skip those 
and just enjoy the fact that Nikki has a job again! - LUCAS 
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Move Forward 


AND SO WE have arrived at last. 

For their part, Nintendo managed 
to delay the inevitable for nearly an 
entire decade. When Apple brought 
the first iPhone into the world in 
June of 2007, the foundations of the 
gaming industry were severely 
shaken. At the time, the Big N soared 
above that seismic event. Riding high 
and entirely untouchable off the 
extremely incredible success of the 
Wii, Nintendo had the financial sta- 
bility to be able to hold to a lofty, 
holier-than-thou position and look 
down their noses at what was hap- 
pening in the mobile space. For 
years, Nintendo executives again and 
again proclaimed that the company 
would never create games for mobile 
devices. 

But as the years wore on, the Wii 
era faded away. The Wii U followed 
it, but couldn’t manage to recapture 
even a fraction of the sales of its pre- 
decessor. Smartphones and tablets, 
meanwhile, had steadily progressed 
from being nothing but curiosities to 
becoming deeply ingrained in the 
cultural consciousness — an abso- 
lutely integral part of tens of millions 
of people’s lives. Pressure mounted 
for Nintendo to reconsider their 
stance, and while the company’s 
stubbornness kept them from acqui- 
escing throughout almost the entire 
Wii U era, finally, at long last, they 
begrudgingly made the move into 
mobile development. 

And so we have arrived at last. 
Super Mario Run is here, and while 
you could have denied the reality 
back when Miitomo launched (since 

it wasn’t really a game), the new 
era of Nintendo working as an 

Apple game developer has now 

begun — undeniably. Ultimately, 

Nintendo had no choice but to 
move forward. 

And, fittingly, Mario is also forced 
to constantly move forward in his 
mobile debut. 

Super Mario Run is an automatic 
runner. Not an "endless" runner, as 


NINTENDO 


some similar games have been. Each 
of the 24 levels included in this new 
Mushroom Kingdom adventure has a 
defined endpoint, so the goal isn’t 
mere survival to earn a high score 
like other mobile runners, but rather 
accomplishing objectives along the 
way to each end-level flagpole. 

If you like, you can play Super 
Mario Run just the same as any other 
sidescrolling Mario game — simply 
dashing along from left to right, 
getting through each stage, making 
your way to the final showdown with 
Bowser and saving Princess Peach. If 
you do only that, though, Super 
Mario Run will only last you about an 
hour. These stages are short. They're 
uncomplicated. And there are only 
24 of them after all, which is quite a 
bit fewer than any past traditional 
Mario title. 

But that's the thing — this is a 
totally untraditional Mario experi- 
ence. It looks an awful lot like the 
New Super Mario Bros. games, but 
its design diverges from them and 
heads off in a different direction. 

So, back to those other objectives. 
Super Mario Run's slate of two dozen 
stages is meant to be played, then 
replayed over and over again, with 
each replay giving you something 
slightly different to do. The Pink, 
Purple and Black Coins are the big 
drivers of these minor remixes on 
repeated plays. On your first run 
through any stage, you'll see five 
hovering Pink Coins positioned in 
spots that take a little bit of skill to 
reach. If you manage to collect all 
five in one run, the game rewards 
you by activating Purple Coins in the 
same stage — and they're placed in 
tougher positions, requiring more 
serious skill to collect. If you achieve 
that goal, too, then Black Coins come 
into play. Black Coins are pure devi- 
ousness. You've got to obtain a 
serious degree of mastery of Mario's 
many maneuvers to have any hope 
of reaching their hiding places — and 
good luck grabbing all five at once! 

Speaking of Mario's movement 
techniques, those have gotten a lot 
deeper than | would have guessed. 


With constant forward motion auto- 
matically applied, Nintendo focused 
their attention on making Mario's 
suite of jumps more complex and 
stylish than ever before. Minor 
enemies are simple bumps in the 
road to this seasoned vet now — you 
can run straight into Goombas and 
other foes and Mario won't take 
damage. Rather, he'll auto-hurdle 
over them, and you can then choose 
to tap and springboard off their 
noggins into the sky. Mario can also 
grab onto platform edges for the 
first time (outside of Smash Bros., 
that is), and he can take out foes 
with spinning kicks while airborne. 

All of this happens with single 
touchscreen taps. Super Mario Run 
ends up being somewhat of a plat- 
former, but really it has a lot more in 
common with rhythm games! The 
stage is always the same in front of 
you, so it's all about precision timing 
in mastering when to tap and when 
to not. 

You can cruise through the main 
campaign (called World Tour) 
without having to be too stylish in 
moving Mario forward, but you'll 
have to perfect every kind of fancy 
wall-kick and mid-air spin in his 
arsenal in order to impress the Toads 
in Toad Rally mode. It's the second of 
Super Mario Run's three modes of 
play, and it's a head-to-head compe- 
tition against other players' best 
runs through every stage. You try to 
collect more coins, hit checkpoints 
faster and be generally more inter- 
esting in your movements in order to 
attract the applause of the audience 
of Toads. When time runs out, you 
and your opponent are scored on 
your performance. The winner gets 
more Toads to move into their own 
Mushroom Kingdom — the loser loses 
some of his or her population. 

That, | don't agree with. Being 
penalized by having some of your 
past progress erased when you don't 
win makes me not want to play in 
the first place. It makes things too 
tense — I want to have fun, not worry 
about rankings and the like. 

That's one of my only complaints 
about Super Mario Run, though. In 
all, I think this design represents a 
smart way to translate sidescrolling 
Mario gameplay to buttonless mobile 
devices. And now that Nintendo's 
finally a mobile developer, it'll be fun 
to see how they translate their other 
major brands next! - LUCAS 
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Hey, pal! Is this your first 


time here? Well...welcome! 


The name's Harvey! 


Total Lines 
Remaining: O 


Time to Head Back to Town 


ANIMAL CROSSING: NEW LEAF - WELCOME AMIIBO 


ANIMAL CROSSING, DESPITE 
some underwhelming spin-off titles, 
is still one of my favorite franchises. 
As far as life simulators go, this 
series sits uniquely in its own little 
niche. The perfection of this concept 
came with Animal Crossing: New 
Leaf, which rushed to the scene in 
2013 for the Nintendo 3DS. As mayor, 
you became the centerpoint of 
building up a town and shaping it to 
your heart's content. Now, years 
later, it's time to hop back into town 
as the journey continues with the 
new "Welcome amiibo" update. 
Animal Crossing: New Leaf — 
Welcome amiibo conjures up new 
reasons to pick up the game, and it 
does this successfully. The biggest 
new arrivals are the MEOW Coupons, 
which will grant you access to items 
when you finish up tasks. The tasks, 
named Town Initiatives, require you 
to perform good deeds in the world 
that will make your animal neighbors 
happy. They involve things like 
removing weeds, bringing fossils to 
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the museum, playing games on the 
island and a lot more. At first, | 
thought that this wasn't something I 
could get into, but | was dead wrong. 
After a day or two, | was addicted, 
checking the game again and again! 

But where do you use the MEOW 
Coupons you earn? Well, that's where 
the new RV campground comes into 
the picture. It's there that you find 
daily items on sale, as well as special 
RVs. These recreational vehicles are 
the private living spaces of animal 
friends old and new, and it's where 
you interact with them. They come 
complete with unique personalities, 
style choices and item sets. (They're 
a great help to finish up unfinished 
sets, or to get items you've had a 
hard time finding in general.) 

What makes the experience of the 
campground so great is Harvey, the 
newest member of the Animal 
Crossing family. He's so strange and 
"out there," but he's 


already among my absolute all-time 
favorite animals in the series. 

An important thing to note is that 
many items can only be obtained 
with amiibo — select figurines as well 
as a brand-new set of amiibo cards 
are needed to fully enjoy everything. 
That isn't something that a good 
chunk of players will be on board 
with, but there's even a bigger 
problem: You need to talk to the 
ghostly Wisp to access the amiibo 
functionality - and finding him is a 
hassle. (Thankfully, the amiibo- 
locked content is worth the trouble.) 

With certain figurines and cards, 
you'll be able to instantly invite your 
favorite villagers to move to your 
town. That adds a whole new side to 
the series' customization that we've 
never seen before - previously, you 
just had to deal with neighbor 
animals coming and going from your 


town at random. It's a gamechanger! 
If you scan Zelda or Splatoon figu- 
rines, you can add special characters 
to your world ~ like Ganon, as a pig 
villager! But scanning in a figurine 
from the main Animal Crossing line 
is the biggest deal, as that lets you 
go into their RVs and find a Wii U or 
New Nintendo 3DS. Each one unlocks 
full-length minigames that you can 
keep for as long as you like! There 
are dedicated versions of Puzzle 
League (a.k.a. Tetris Attack) as well 
as Desert Island Escape, which was 
the best part of the otherwise sad 
Animal Crossing: amiibo Festival. 
While all of those additions are 
the high points, there are also a 
great number of smaller tweaks, too. 
You can now decorate with the same 
touchscreen furniture placement 
interface from Happy Home 
Designer, add a secret cabinet for 
item storage in your home and so 
much more. For AC fans, there's so 
much to see and do that you won't 
want to stop playing! Now to 
continue my addiction! - DAAN 


СОМІС ВКЕАК 


АА Comic ABoUT ‚ 
РАРЕВ. MARIO амо CONTRoVERSY~ 


AND CoMPLETELY DISREGARDS |15 YEARS FROM Now, No ONE 
WHAT MADE YouR EARLIER WILL REGARD THIS GIMMICK AS 
<ТӘҒЕ GREAT! ANYTHING MoRE THAN A HUGE Mistake! 


ӘУРЕ 


EL CM 


BY MATTHEW TARANTO 


JANUARY/FEBRUARY 2017 25 


THE LEGEND OF ZELDA: BREATH OF THE WILD 


THE Wii U WILL no longer have its 
own unique Zelda. 

When The Legend of Zelda: Breath 
of the Wild was first revealed to be in 
the works, none of us expected that 
we'd be entering the year 2017 and 
still be waiting around for its release. 
It was four years ago when it was first 
confirmed to be in development, after 
all. Four years! 

And while that span of time is cer- 
tainly not the longest gap between 
major releases this series has ever 
seen, the timing has had a conse- 
quence the brand’s never suffered 
before: an entire console generation 
will now have come and gone entirely 
within this one game’s development 
cycle. The last mainstream console 
Zelda sequel was Skyward Sword, built 
entirely for the Wii and launched in 
late 2011 for that system. Breath of 
the Wild was meant to be the Zelda 
made just for the Wii Ц. It won't be. 
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This isn't me getting all doom and 
gloom or anything - just an observa- 
tion for posterity. Core Zelda sequels 
take a long time to create. The Wii U 
didn't live up to Nintendo's expecta- 
tions, so its life cycle has been shorter 
than they would have hoped. Put 
those two realities together and 
you've got Wii U's epic Legend of Zelda 
adventure primed and ready for 
release just as the Wii U's being 
shuffled out of the spotlight in favor of 
the all-new Nintendo Switch. 

In our last issue, we kicked off a 
discussion about what version differ- 
ences might potentially exist between 
the Wii U and Switch editions of Breath 
of the Wild, and that's a topic that isn't 
settled yet – and likely won't be until 
you, and І, and the millions of other 
Nintendo fans around the world are 
moments away from putting money on 
the table to select one over the other. 
But more interesting to me here as 
2016 comes to an end and 2017 begins 
in the fact that Nintendo, as of this 
writing, still hasn't confirmed release 
plans for either of the two. 


26 ISSUE #25: FAREWELL Wii U, HELLO SWITCH! 


It's been the assumption of many 
fans that, like Twilight Princess, Breath 
of the Wild would accompany the new 
console to store shelves in support of 
its launch, and then see its old-gen 
version released a month or so later. 
That would mean Breath of the Wild 
would go on sale in March, to be there 
on Day 1 and help propel the Nintendo 
Switch to success right away. Seems 
smart - but that may not be the case! 


Nintendo's been very careful not to 
officially confirm March as the launch 
date for either of Breath of the Wild's 
two versions. So could it be that the 
Big N will hold this game for a few 
months more, and launch the Switch 
with other software instead? It seems 
almost nonsensical that after four 
years of waiting it would still not be 
ready to go, but the company may 
have a different strategy in mind. 


А TIMELINE OF DELAYS 


The wait for Breath of the Wild has felt interminable at times, and that may 
be because Nintendo’s pulled the rug out from under us more than once over 
the past four years. Let’s look back over the different delays! 


Direct b 


Mission for new Zelda: 
"Rethink the conventions of Zelda" 


We want 0 set aside thase “conventions,” get badk: to basis 


THE INITIAL ANNOUNCEMENT 


Behind the scenes, in Nintendo’s offices, work on Breath of the Wild began 
before Skyward Sword was released to the public in late 2011. E3 2011 had 
included an HD Zelda tech demo meant to give showgoers a sense of what 
the future would hold, so it was clear that the company had something 
cooking already. It wasn’t until January 23, 2013 that the game was officially 
confirmed to be in development during a Nintendo Direct broadcast, though. 
At the time, Eiji Aonuma revealed Nintendo’s mission for the new Zelda was 
to "rethink the conventions" of how past games had always done things. 


We were left to simply wonder what Mr. Aonuma really meant by "rethinking 
the conventions," and then had to endure a year and a half of silence on the 
project. Then, stunning everyone, we got our first glimpse of the all-new, 
wide open Hyrule at ЕЗ 2014. The scope of this new land was conveyed їп а 
brief teaser trailer that also gave us a look at the new blue-clothed Link and 
his mysterious glowing arrows. At this point, Nintendo announced that Breath 
of the Wild would be launching on Wii U in 2015. (Though the "Breath of the 
Wild" name wasn't announced at the time.) 


THE PROMISE OF LAST YEAR 


After showing off a bit of new footage in December 2014, Mr. Aonuma made 
the announcement in March 2015 that the game needed more time and 
would slip into 2016 instead. It skipped E3 2015, which led us all to speculate 
(correctly) that we'd be looking at another Twilight Princess situation of a 
split release between Wii U and its successor. We expected that the launch of 
NX (now known as Switch) would happen as planned by the end of 2016, but 
then Nintendo hit us with another delay by moving both the new console 
debut and Breath of the Wild into 2017! In some alternate timeline, this game 
was а 2015 Wii U exclusive. In this reality, though, we're still waiting for it! 


Whether we get to leap into this 
new world of Hyrule in March or we 
have to wait even longer, | think it’s 
finally safe to say that we're not 
looking at any more full-calendar-year 
delays. 2017 is it! Finally, Breath of the 
Wild will make its way into our living 
rooms! 

And what a world this is going to 
be, to finally get to explore! For as 
long as we've known that this game 
has been in the works, we've still seen 
50 very little of it over the course of 
these four years. The floodgates were 
seemingly opened wide at the last E3, 
but even then, it was only the single, 
central, relatively small Plateau area 
that was opened up for attendees to 
experience. There are myriad myster- 
ies still lying in wait out beyond the 
borders of that starting zone. 

Recently, at The Game Awards 2016 
in early December, Nintendo cracked 
open the door just a bit more and let 
some more light shine through - 
revealing looks at several elements of 
the new Hyrule that had been kept in 
the shadows at E3. We got our first 
look at other human characters 
beyond Link himself and the Old Man 
who greets him after he emerges from 
his century-long nap at the beginning 
of the game. We got to see some new 


non-human NPCs. We got to see actual 
settlements where people live in this 
world, and a giant flying airship, and 
Link equipped with the Master Sword 
and... 

Well, it was a lot. And in grand 
Nintendo style, every quick glimpse 
introduced more questions without 
answering any we had before! 

Take the non-humans we saw — 
they were a couple of bird people! It’s 
not the first time we've seen sentient 
birdfolk in a Zelda game before, as 
that honor would go to the Rito race 
from The Wind Waker. So are these 
new birds an off-shoot of the Rito? Or 
have Skyward Sword’s Loftwings 
evolved beyond being merely the 
horses of the sky? 

What about the Master Sword? It’s 
not surprising to see Link wielding it, 
as gaining that mighty blade of evil’s 
bane is a core element of lots of Zelda 
games. But our first looks at the 
Master Sword in Breath of the Wild 
showed it rusted and unfit for battle. 
Is the pristine version on Link’s back a 
reforged, restored Master Sword? Or is 
it the sword as it existed in the past, 
indicating that we were being shown 
cutscenes that took place chronologi- 
cally before the beginning of quest – 
even before Link went to sleep? 


JANUARY/FEBRUARY 2017 27 


A brief bit of footage showed a pair 
of warriors working in tandem to fight 
off two foes in forest. Are they simply 
NPCs programmed to defend their 
home? Could they be allies that will 
aid Link in battle? Or could they be 
controllable? One of the conventions 
that Mr. Aonuma said the development 
team was trying to break away from 
four years ago, remember, was that 
Zelda games were traditionally played 
by a single player. Many fans have 
taken the existence of The Legend of 
Zelda: Tri Force Heroes as the fulfill- 
ment of that PowerPoint bullet point, 
but could the team have been playing 
around with the idea of having more 
than one human-controlled character 
in Breath of the Wild? If you and a 
friend both had your own Nintendo 
Switch consoles to link together, I 
could see it working . . . 

Speaking of potential heroes other 
than Link, though, Nintendo's Game 
Awards 2016 footage gave us the 
biggest mystery of all with two brief 
shots of two other characters whose 
faces are conspicuously kept just off- 
screen. The first, seen in the upper 
right of this page, looks an awful lot 
like a female version of Link! Could 
that be the case? Or could it be Linkle, 
making her mainstream sequel debut? 


We would say that it's Zelda, but 
then the second scene, seen below, 
seems like it might be more likely to 
be her – what with Link bowing 
respectfully and all. Or maybe neither 
of these two is Zelda? 

One of the earliest rumors that 
swirled around Breath of the Wild was 
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that this would be the first Zelda game 
to allow you to select Link's gender. 
When normal, male Link was then 
revealed, it seemed like that rumor 
had been proven false. But Nintendo 
has reignited those dormant embers 
now, as at least my own brain is trying 
to decide if it's not still an option on 
the table here. 

Whoever that girl is, she's got 
herself a Sheikah Slate — so if she's not 
a playable character doing all the 
same things Link does, she's at least 
going to be someone of major signifi- 
cance in the story. Sheikah Slates 
aren't just handed out to anybody, you 
know! 

And how about that bird guy? OK, I 
know | already mentioned the bird 
guys. But just look at him! Tell me you 
other old-school Nintendo Power fans 
didn't immediately think of Roam from 
the Link to the Past comic series when 
you saw him. Bird warrior, armed with 
a bow, looking like he could serve as a 
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rival to Link? Yes, yes and yes. This 
game already enthralled me with its 
environments, and now I'm getting 
captivated by its cast of characters 
too! 

Truly there are many, many myster- 
ies still surrounding The Legend of 
Zelda: Breath of the Wild. Even a full 
four years after learning of its exis- 
tence, we're still in the dark about so 
much of what it will offer us! But I 
wouldn't have it any other way. 
Nintendo has given us just enough to 
tantalize us and make us ready to 
embark upon this epic adventure for 
ourselves, seeking the answers to all 
these mysteries out in the open air of 
the all-new Hyrule. 

We may be just a few more months 
away! Or Nintendo might make us wait 
another half a year. (Surely not past 
another E3, right?) But no matter how 
much time is left to wait, it's clear that 
Breath of the Wild on both Switch and 
Wii U will be truly legendary. - LUCAS 
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Could it be just around the corner? 


IT SEEMS LIKE we've been waiting 
forever for The Legend of Zelda: 
Breath of the Wild, and that's because 
we've known it's coming for four years 
now. But could Mario's next big game 
arrive under entirely opposite circum- 
stances? Recently, rumors have come 
to light that suggest Super Mario 
Switch (as we're still calling it for the 
moment, since the final name's not yet 
known as we go to press) may be 
further along in development than we 
would have guessed. Like, very far 
along. Like, basically finished. 

| like that idea very much. 

Some of the same insiders who 
broke details on the Switch itself 
before it was officially announced — 


“SWITCH PUBLISHER/DEVELOPER: 
NINTENDO RELEASE: SOON? 


including NF Magazine alum Emily 
Rogers — have come out recently 
saying that Super Mario Switch is 
ready for showtime, and so much so 
that it may very well be a part of the 
new console’s launch lineup in March. 
Going even further, it’s said that one 
scenario could be Nintendo using this 
new Mario game as the Switch’s major 
Day 1 game, and actually pushing 
Breath of the Wild back a bit into June 
or so. 

That would be a wild switch indeed! 
We've been mentally preparing our- 
selves for our return to Hyrule for 
ages, and have been exposed to hours 
upon hours of gameplay footage and 
hands-on impressions to get ready for 
that adventure. Super Mario Switch? 
We've seen literally six seconds of it, 
and no one's gone hands-on. Nobody. 


WILL LUIGI TAG ALONG TOO? 


Nintendo's shrouded this game in almost total secrecy — but could they 
have given us a major hint at a game-changing feature in October's 
Switch reveal trailer? In it, the goofy, socially awkward "Karen" is busy 
playing Super Mario Switch when her hip friends beckon her to come to 
a trendy rooftop party. She agrees, but picks up her Switch and brings 
it along with her. On arriving, she gets the system going again and 
hands her friend a controller too — with no indication she ever changed 
games. Is it a hint that Super Mario Switch will have co-op two-player? 
Could Luigi be joining his bro for a twin-hero quest? We hope so! 
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Of course, Nintendo could be ready 


to change all that in an instant in 
January. As mentioned back on Page 
8, the company’s having hands-on 
events for press and the public to get 
to experience the Switch firsthand on 
January 13, and since Breath of the 
Wild has already had E3 2016 as its 
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major showcase, it would make sense 
for Super Mario Switch to be there as 
the new, never-before-played flagship 
title. They can’t very well present the 
Switch with only the Zelda we already 
know about and the port-ups from the 
Wii U like Mario Kart and Splatoon, 
can they? Surely, Mario will be there 
with his grand new adventure. 

And if we’re wrong? If Mario Switch 
doesn't arrive until later? Well, it likely 
wouldn’t be much later. | think it’s safe 
to say 2017 is the year we get both 
new Zelda and new Mario! — LUCAS 
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DRAGON QUEST VIII: 


JOURNEY OF THE CURSED KING 
Experience the expanded adventure! 


HOT ON THE heels of September's Dragon Quest VII, it's the 
next installment in the series, Dragon Quest VIII! For being so 
chronologically close this time around, though, these two titles 
were originally separated by half a decade and an entire genera- 
tion shift in hardware design. DQVII was a late release for the first 
PlayStation, while this sequel was originally made for the PS2. 

What does that mean for today? Well, there's not as much of a 
visual shift for DQVIII. VII was totally overhauled from 2D and 
brought into three dimensions, but VIII was in 3D to begin with 
back in 2005 - so Square Enix can't sell this one on the merits of 
its graphics alone. Instead, the company has given it a freshening 
up, contentwise! 

You'll be able to enjoy full English voice acting in this adven- 
ture, which might come as a shock right after the silent text scroll- 
ing of VII. This version of VIII has also been upgraded to remove 
random battle encounters, making it so you can see foes in the 
field before a fight begins - a wonderful change for the better. 
Speaking of battles, there's a new fast-forward feature here too 
that will speed up attack animations and cut down on some of the 
repetition of those sequences. (Though you wouldn't want to fast- 
forward through Yangus' famous Underpants Dance, would you?) 

The spike-helmeted, Cockney-talkin', axe-wielding warrior you 
see below is the highlight of this Quest for sure, but beyond him 
you'll also get to recruit two brand-new playable characters in this 
3DS version: Red and Morrie. Both of them appeared as NPCs in 
the 2005 release, but this time around they'll join the party! 

Expanded story content, new sidequests, StreetPass function- 
ality and more round out what looks like it's primed to be the 
definitive version of the epic Dragon Quest VIII. This Journey of 
the Cursed King will be Nintendo's first release of 2017! - LUCAS 


PUBLISHER: NINTENDO DEVELOPER: SQUARE ENIX 
RELEASE: JANUARY 20, 2017 (NORTH AMERICA & EUROPE) 
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Yangus 


That's right! 
Yer talkin' to none other than Yangus, 
the legend'ry bandit, 'imself! 
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MONSTER HUNTER ХХ 


Adding even more style to the latest sequel. 


AS IS TRADITION with the Monster 
Hunter series, Capcom is expanding on 
the most recent installment before 
moving forward with another full-blown 
sequel. Monster Hunter ХХ will build 
upon Generations with a new main hub, 
additional monsters and a couple of 
fresh hunting styles. But whether this 
ultimate edition will be released outside 
of Japan remains to be seen! 

Now, Monster Hunter Generations 
served as a celebration of the franchise 
more than anything. The introduction of 
Hunting Styles, though, definitely spiced 
things up. They offer more customization 
for players, and Monster Hunter XX is 
doubling down on this feature with a 
new, fifth Style called Brave - and a sixth 
to be revealed later, too. Brave seems to 
focus on charging up weapons with the 
Sheath button, and from there, counter- 
ing and flashy strikes appear possible. 


PUBLISHER/DEVELOPER: CAPCOM 
RELEASE: MARCH 18, 2017 JAPAN); TBA 
(NORTH AMERICA & EUROPE) 


Needless to say, this Style is aimed at 
Monster Hunter veterans. 

Another change with Monster Hunter 
XX is that the new main hub takes to the 
skies — three airships connected together 
will apparently act as your home base. 
How this impacts the game is obviously 
unknown this early, but the first trailer 
teased a hunting area above the clouds 
as well as a wyvern with fire flying out of 
its wings on a mountaintop. Basically, the 
game might be exploring new heights in 
more ways than one here. 

But will Monster Hunter XX feature a 
story, something missing in Generations? 
The sky theme could play a role if so, 
with players soaring to new places and 
taking on new beasts. It’s definitely 
worth keeping an eye on, along with 
what familiar foes return. (Barroth and 
Barioth are confirmed for a comeback.) 

Monster Hunter ХХ will launch for 305 
in March in Japan... which is also the 
Switch launch month. So could it get an 
HD port? It’s happened before! - EVAN 
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ТО PARAPHRASE HARRY from 
Home Alone, when | first laid eyes on 
Yooka-Laylee, | wanted it. 

While the mascot platformer genre 
is on life support these days (the new, 
competent Ratchet & Clank game on 
PS4 helped), it’s definitely not dead 
with developers like Playtonic around. 
| had the good fortune of actually 
playing the alpha build, and based on 
my impressions, we have very little to 
worry about. Now, granted, the visuals 
were really rough (admittedly so, 
according to the developers), but the 
foundation is there, and as someone 
who grew up with this lost subgenre, it 


-LAYLEE 


feels authentic. Not only is there a 
litany of traversal options — from 
gliding to ball-rolling — but they also 
heavily involve the titular duo in 
tandem with one another. 

It’s not only an effective way to 
provide players with new and unique 
means of getting from point A to B, 
but it’s also adorable. The rapport 
between the two characters, both 
unspoken and directly, reminds me of 
some of the best pairs in mascot plat- 
former history, most notably Banjo 
and Kazooie: one of the biggest influ- 
ences, jibberish talk and all, seeing as 
the Playtonic team is comprised of 


former Rare employees. It’s no wonder 
Steve Mayles and Chris Sutherland, 
the creator and voice of Banjo-Kazooie 
respectively, are involved. 

The "Toybox" demo that | got to 
play took place in an empty plane of 
floating islands, and basically just 
sought to show players how all of 
these different abilities work. There 
were towers with slopes that could be 
countered by ball movement, and 
tricky gaps that demanded perfect 
double jumps and sent me back to the 
start of the obstacle course if | 
managed to fall. It’s the last real 
gameplay we've gotten from the 
project, outside of a short character 
vignette that features Shovel Knight of 
all people, who will be making a 
cameo appearance. 

But about that Wii U version... 
Playtonic has announced that develop- 
ment has completely moved over to 
the Switch. "Unforeseen technical 
issues" are to blame, and yet another 
Wii U project has bit the dust. We don't 
have a date yet for that port. Other 
platforms — PS4, Xbox One and PC — 
will be getting their versions on April 
11. Further news on the Switch edition 
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will be coming in "early 2017." 

Those who Kickstarted this project 
for its promise of a Wii U version may 
feel bummed by the switch to Switch, 
but the Kickstarter has otherwise been 
progressing smoothly. Playtonic has 
been very forthcoming with updates, 
offering regular insight into the devel- 
opment process. There was a Slight 
bump in the road back at E3 last June 
when the team revealed that the game 
had been delayed into 2017, but the 
original October 2016 date was incred- 
ibly optimistic anyway. For reference, 
the Kickstarter began in May of 2015, 
leaving the team just a year and some 
change (pennies, even) to deliver. 
Given that Bloodstained, which began 
crowdfunding roughly at the same 
time, was just delayed into the "first 
half of 2018," Playtonic doesn’t have 
much to worry about, even with the 
last-minute Switch up. 

The jury’s still out on whether or 
not Yooka-Laylee can deliver for an 
entire game’s worth beyond the initial 
excitement that the alpha demo 
brought us. It has to prove that it can 
give us more than a heap of nostalgia 
and cuteness, and possibly last for 
hours on end beyond the story if 
they’re going for the heavy collect- 
athon route. (Some games force me, 
almost like a siren’s song, to 100% 
them — and others, like Donkey Kong 
64, drag it out to the point where Ра 
rather clean the house.) We'll see for 
ourselves, and hopefully soon — 
though we'll have to wait longer than 
players on other platforms now, the 
delay shouldn't be too bad. - CHRIS 
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EVER OASIS 


The 3DS persists, even as attention shifts. 


THE NINTENDO 30$ made its retail 
debut nearly two years before the Wii 
U, and now it’s looking like it may well 
live on for two more years after the 
Wii U’s demise. Who would have 
thought that this little handheld — 
which was plagued by terrible sales at 
its launch in 2011, if you recall — would 
turn its fortunes around so fully that it 
would still be not only surviving, but 
thriving as we enter the year 2017? It’s 
one of those mind-blowing pendulum 
swings that I'll go back in time to 
amaze my younger self with (if | can 
ever get myself a proper DeLorean). 
The strongest evidence pointing 
toward the continued strength of the 
3DS is that it's got games like Ever 


Oasis still on the horizon. This is an all- 


new IP! Nintendo wouldn't be sending 
totally fresh, never-before-seen 
brands out to die on a dying system. 
They clearly have confidence that the 
3DS will be able to hold its own even 
in the wake of the Switch launch — or 
else they're hedging their bets against 
the unthinkable possibility that the 
Switch wouldn't be a success itself. 
Whatever the reasoning in which- 
ever corporate boardroom in Japan, 
we're getting Ever Oasis. And it looks 
totally amazing! 
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We haven't seen much of this game 
since its surprise announcement at 
last June's E3, but it seems timely to 
offer everyone a little refresher now 
that we're getting into 2017 and the 
game's release is approaching. 

Ever Oasis is, in a sense, two games 
in one. First, it's a village life simula- 
tion and management game. You play 
as a Chosen Seedling, one of only a 
handful of your race who can magi- 
cally bring an oasis into existence in 
the middle of your harsh desert world. 
Causing this refuge from the elements 
to appear is just the first phase, 
though - you then have to keep 
working to make your tiny community 
flourish into a grand village full of 
shops and packed with people. You're 
not an adventurer on a quest out into 
the unknown and coming across other 
towns. Rather, you're the one who's 
welcoming other wanderers into your 
home - and trying to sell them goods 
to turn a profit before they turn 
around and leave again! If you impress 
visitors enough, they may just decide 
to move in themselves! 

Ah, but where's the action? Not 
to worry, as the second of Ever 
Oasis' two-games-in-one 
is a Zelda-esque quest. 


PUBLISHER: NINTENDO 
DEVELOPER: GREZZO 
RELEASE: TBA 2017 (WORLDWIDE) 


The developers behind Ever Oasis, 
Grezzo, are the same ones responsible 
for the 3DS ports of Ocarina of Time 
and Majora’s Mask — this is Nintendo 
turning them loose to craft their own 
unique adventure! And so there’s a 
very Zelda-ish feel here, as you 
explore dungeons full of puzzles. 
Unlike the Zelda games, though, Ever 
Oasis gives you three heroes at a time, 
each of whom has unique abilities. You 
can swap between them freely at any 
time, which makes combat especially 
dynamic! (And hopefully the А.1. will 
take care of your teammates well 
enough when you're not in direct 
control.) 

It may be a while before we hear 
more on Ever Oasis since Switch is in 
the spotlight now, but we can be 
patient for this one! - LUCAS 


WELL, IT’S ABOUT time. 

Mario’s been participating in every 
kind of athletic activity under the sun 
for a good two decades now. Even 
setting his go-kart racing aside, the 
plumber’s still starred in dozens of 
other titles that would fit under the 
umbrella of being considered sports, 
and most of the sports he’s picked up 
to play have become series unto them- 
selves. Mario Golf. Mario Tennis. Mario 
Baseball and Mario Soccer — every 
one of them its own sub-brand with 
multiple games (though Soccer’s never 
been called Soccer; it’s Mario Strikers). 
All four of these are finally being put 
into one package. It’s about time. 


PUBLISHER: NINTENDO 
DEVELOPERS: CAMELOT SOFTWARE 
PLANNING & BANDAI NAMCO 

RELEASE: SPRING 2017 (WORLDWIDE) 


And yet, those four established 
Mario Sports aren't alone! They're 
joined by one totally unexpected 
newcomer: Horse Racing. And for me, 
a born and raised Kentucky boy, I’ve 
got to say that's what's got me most 
excited for Superstars. 

Horse racing is fun, intense and 
emotionally thrilling for two minutes 
at a time, and few video games have 
ever managed to capture its essence. 
The 3DS eShop hit Pocket Card Jockey 
is a recent exception, but its gameplay 
was based on solitaire — it didn't stray 
anywhere near real racing. The closest 
Nintendo's come to representing true 
horse racing has been in the few 
Zelda games that have featured 
Epona, but even there it's only 
been in minigames. 


YOSHI, IS THAT YOU? 


This doesn't really have anything to do with Mario Sports Superstars, 
but it does involve Mario and horses, so here it is. You know how 
Minecraft: Wii U Edition got the Super Mario Mash-Up Pack last May, 
which brought Mushroom Kingdom characters and items into the cubic 
Minecraft world? Well, diligent dataminers have recently unearthed 
some content that didn't make the final cut for that DLC release — 
including the profoundly absurd Yoshi skin you see above, which would 
have transformed every horse in the game into a beastly, blocky and 
borderline disturbing rendition of everyone's favorite green-skinned, 
saddle-equipped dino. (Some content's cut for good reason.) 


So Mario Sports Superstars marks 
Nintendo's first real attempt to adapt 
the sport of kings into a fun, intense 
and emotionally thrilling video game 
experience — and they must feel as if 
they've succeeded, since they're 
placing it right alongside four sports 
that have all carried multiple retail 
titles entirely on their own. 

We still don't have a lot of details 
about how Mario Horse Racing will 
play out... but we do have a few. It's 
been revealed that the mode isn't all 
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MARIO SPORTS SUPERSTARS 


Get ready to saddle up and nde! 


action-focused, as you'll actually build 
stables and care for your horses 
before jumping into the saddle for 
races. (Makes me wish Mario Kart had 
a Garage mode.) The races themselves 
should be similar to the Kart games in 
some respects, with items coming into 
play to thwart your opponents or 
boost the speed of your steed. 

Mario Horse Racing (and the other 
sports) arrives in Spring. Maybe just 
before the Kentucky Derby! — LUCAS 


FEATURES 


(НЕШО SWITCH§ 


We'll soon be saying goodbye to Wii U as Nintendo's current home console - 
but that doesn’t mean we'll be saying goodbye to its games. Rumor has it that 
several of the system’s biggest hits will be getting encore editions re-engineered 
for the new Nintendo Switch. So let's look back on the Wii U's Top 20 titles and 

speculate about if and how they might get a second chance in the spotlight! 


v 
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TRULY, MARIO KART 8 did тоге than enough to earn its 
massive sales success . . . but that's not to say that it can't still 
do more! If Mario Kart 8 were to be brought to the new 
Nintendo Switch, there are several ways in which the Big N 
could expand and improve upon their biggest Wii U game. 

It's worth reminding everyone right up front that we already 
have every indication that a new version of Mario Kart 8 is 
actually coming to Switch, as Nintendo prominently featured a 
tantalizing glimpse of fresh Kart gameplay in the October 20 
"First Look at Nintendo Switch" trailer. In it, a van full of friends 
are on their way to a real-world go-karting track. As they drive 
along the highway to get there, two pals in the back seat slot 
their Switch into a bracket connected to the passenger seat 
headrest and each take up a Joy-Con controller to race against 
one another in "Mario Kart Switch." Two never-before-seen 
features made their debut in just a few seconds of footage: 
King Boo as a playable racer and two item spots instead of just 
one for both players. 

First, the possibility of new playable racers — it has to be the 
easiest, most efficient builder of hype for little expended effort 
that Nintendo could do. Adding new racers to Mario Kart isn't 
as complicated as adding new fighters to Smash Bros., for an 
apt comparison — they just need a new character model and a 
few fresh animations and they're good to go. King Boo would 
likely just be the first of several new faces to appear on the 
select screen — and perhaps, like Link, there would be more 
crossover guest stars from other franchises? 

The "two items instead of one" thing is an indication that 
Nintendo might be remixing the gameplay a bit, instead of just 
rehashing Kart 8's gameplay as-is. Having the ability to hold an 
extra item in reserve and use it when you need it would bring 
back one of the best features of the GameCube's Kart game, 
Double Dash!!. And when you got two items, you'd be able to 
"switch" between them. Ha! 

But if indeed Nintendo is building Mario Kart Switch from 
the foundations laid by Mario Kart 8, there's one addition that 
fans want to see above all: a true Battle Mode. Mario Kart 8's 
Battle Mode is the least appealing part of its entire package. 
Past Kart games had unique squared arenas and great multi- 
player challenges like trying to pop balloons on other players' 
karts or steal Super Mario Sunshine's Shines from each other. 
Those classic dynamics and Battle Mode-only stages like Block 
Fort need to make their return! If they do, Mario Kart Switch 
may very well sell even more than 8's impressive 8,000,000! 
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UNLESS THE SWITCH is somehow natively compatible with the Wii U 
GamePad (which would be cool, actually), we can probably instantly dismiss 
any ideas of Nintendo Land making an encore appearance on the new 
system. What could and should carry on, though, is the spirit behind 
Nintendo Land, and some of the design philosophies that led to its creation. 
Having one launch title that serves as an all-around showcase for what 
the new console can do, for instance, is just plain smart. Even if not 
wrapped up in the Nintendo Land branding, the company should craft some 
kind of Switch experience that demonstrates the playability of the console 
in each of its many different configurations. Say it’s a minigame collection 
again. There could be one game that's intended primarily for play on а TV. 
A second that’s geared toward portable play first and foremost. Another 
game that can only be played by two players, with each one holding either 
the left or right Joy-Con controllers. Yet another game that requires two dif- 
ferent Switch consoles to be set up near each other — a two-screen experi- 
ence like the segment in the debut trailer dedicated to the NBA 2K game. All 
of these configurations will pop up in a variety of different games, but 
having one game that intentionally supports them all would be wise. 
Beyond that? The asymmetrical spirit of Nintendo Land’s best games 
could carry on with that last configuration — when you have a Switch and 
your friend has their own, so each of you has a private screen to view! 
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ACCESS TO THE Miiverse community is probably a feature we can count 
on being included with the Nintendo Switch, even if it’s not something 
Nintendo has confirmed quite yet. It could use some improvements in 
speed and utility, but it’s surely here to stay. 

As for New Super Mario Bros.? A direct port of U wouldn’t make much 
sense — most of the game would be able to transfer just fine to a single- 
screen system, but the GamePad-reliant Boost Mode five-player feature 
would have to be axed in the transition. Probably not going to happen. 

An all-new sequel is much, much more likely to show up. In fact, if 
Amazon just went ahead and put up a pre-order page for "New Super Mario 
Bros. Switch," I'd be fine with going ahead and putting money down — that's 
how inevitable a Switch sequel in this series is, in my mind. Sidescrolling 
multiplayer Mario is here to stay, and the Switch having two controllers 
built-in in the form of the left and right Joy-Cons will make it easier than 
ever to be able to assemble a full squad of players. Maybe not everyone was 
excited about having to own four different Wii Remotes back when 2D Mario 
first shifted to supporting four players on Wii, but right out of the box you'll 
at least be able to have Mario and Luigi run along together on Switch. 

The timing’s the thing, though. If the new 3D Mario game supports more 
than one player as we suspect, a new New Super Mario Bros. might get 
pushed back on the timeline to not step on its toes. (At least, it should!) 


Siri?) 


А DIRECT PORT or Director’s Cut version of Super Mario 3D World for 
Switch isn’t the most outlandish idea, as its GamePad usage was minimal - 
it could easily survive the transition to a single-screen system. It could be 
updated with new levels, or even new playable characters! Mario, Luigi, 
Toad and Princess Peach are the core four, but Rosalina was unlockable 
later in the game and she put a fresh spin on playing through the levels. 
What if Yoshi or Wario or even Waluigi were set loose through these same 
stages? (It would be interesting to see Waluigi in a Cat Suit.) 

That said, it doesn’t seem all that likely at this point. More plausible, 
perhaps, would be a sequel presented in the same style – with mostly linear 
"3D" levels – but re-engineered to promote two-player play over four. The 
Switch is designed to prioritize two friends looking at the same screen and 
playing together, with each of them holding one of the two Joy-Con control- 
lers. 3D World was fully playable with just sideways-held Wii Remotes. A 
follow-up could work just fine with only the small Joy-Cons in use. 

And maybe four-player support would still be in the mix, but you'd need 
to have two Switch systems active so that four Joy-Cons could be active all 
at once? But then, if you had two different screens going, two different 
players could each have their own full 3D view and independent camera 
control to facilitate a true multiplayer take on the "true" 3D Mario games 
like 64 and Sunshine. Oh, the possibilities! Which will Nintendo choose? 
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WHILE THERE WOULD appear to be no limit to what can be made in 
Mario Maker, its toolbox feels a tad sparse when measured against the 
entire superset of iconic Mario series objects and enemies. For its part, 
Nintendo’s done a decent job of building the inventory with free post- 
launch updates — adding such goodies as checkpoints, key doors and fire- 
spewing Koopa Clown Cars — but why stop there? Keep the updates rolling! 

And if Nintendo wishes to support Mario Maker for years to come, it 
would behoove the company to throw Switch a bone as well. The controls 
will of course have to be adapted to Switch’s more traditional controller 
scheme. Don’t worry if that sounds too cumbersome, though! Current 
rumors suggest that Switch’s built-in screen is a touchscreen, which would 
allow players to remove the device from the dock and fiddle around as they 
previously did on Wii U. 

Beyond compatibility with all currently uploaded courses, what more 
could we hope for out of a Switch edition? We need slopes, most definitely, 
as well as the option to make true vertical levels. Let’s also toss in Shy Guys, 
Pokeys, Fire and Boomerang Bros, Chargin’ Chucks and additional bosses 
like Boom Booms and Reznors. More backgrounds would be nice - ice, 
swamp, forest. Maybe even space? And please, Nintendo, fix the search 
functionality so we can look up levels by keyword or username! 

Also, a Super Mario Bros. 2 style. Time to right that glaring injustice! 
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NEW VERSIONS OF old games can often improve on technical shortcom- 
ings of their original versions, or overhaul gameplay mechanics, or even 
add on new chapters of content — but there's probably no way any hypo- 
thetical Switch version of Xenoblade Chronicles X could change its story to 
make it more personal, or its cast of supporting characters. (Though they 
could stand to edit out some of the groan-inducing "Tatsu looks like some 
kind of food" jokes that pop up way, way too often through the quest.) No, 
we'd probably get again what we got the first time, for better or worse. 

A key challenge with bringing XCX to Switch would be dealing with the 
portable nature of the device, and specifically the smaller size of the screen 
on the handheld Switch unit. Xenoblade Chronicles X is information-dense. 
There are tons of little meters and icons and health bars and text boxes 
littered all over the screen during combat sequences, and even played on a 
big HDTV it's difficult to read all of the teeny-tiny text. Brought over to a 
smaller, portable screen, keeping track of everything and making it all 
legitimately readable would be a real challenge. (And Nintendo's track 
record isn't the greatest here already, as the New 3DS port of the first 
Xenoblade didn't utilize its available screen real estate very well.) 

All those potential obstacles aside, it would be nice to have another 
chance to step back into this world, and to be able to explore it on the go, 
as we'll be able to with Breath of the Wild. Will Nintendo make it happen? 
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THE MAJORITY OF Wii U owners surely didn’t expect Tokyo Mirage 
Sessions #FE to be as fantastic as it is. That sadly shows through in its sales, 
because the game underperformed everywhere. And while that’s incredibly 
annoying for we #FE diehards, it brings an obvious question to mind: Could 
this game get a second chance, removed from the Wii U? At first, that seems 
like a tricky ordeal. The game uses an in-game messaging system, and its 
messages are displayed on the Wii U GamePad. It allowed you to simply look 
down for additional information and push forward with the game. 

While it would certainly be a shift to have to move those messages, 
would it really be that much of a bother? I'm sure the developers could 
reskin those elements in a way that would work for the Nintendo Switch. 
They could create a quick sidebar, for example, where those messages 
could appear. As far as any other GamePad screen info is concerned, there'd 
be no real hassle to read it in a menu. Those are simple comprises 1' be 
willing to accept to play one of the better RPGs of this generation in the 
next generation! I'm also convinced that this game would be perfect on the 
go. You could tackle part of a dungeon during your commute! 

When it is eventually given a second life, either on Switch or sometime 
far in the future, | hope that Tokyo Mirage Sessions #ЕЕ reaches the 
audience it truly deserves. Maybe even enough heads at Nintendo and Atlus 
would turn that they'd decide to make a sequel! 
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LIKE MARIO KART 8, we got a heavy-handed hint from the 
Big N that Splatoon is coming to Switch during the "First Look 
at Nintendo Switch" trailer. The game actually closed out the 
entire video — appearing as the climax that everything was 
building toward, as two teams of eSports warriors marched 
confidently into a crowded arena packed with fans and then sat 
down in front of eight different TV-connected Switch systems 
to play an eight-way, four-versus-four multiplayer match. 

The footage of "Splatoon Switch" was brief, giving us only a 
few shots to scrutinize — but we saw plenty that was new. 

A never-before-seen multiplayer map was showcased, indi- 
cating that the lineup of available arenas will expand on the 
Switch. That’s a good thing, as the low number of maps was 
one point of criticism people had against the game in its first 
days. It would be wise for the Switch follow-up to have an 
unquestionably large variety to choose from. 

The Inklings shown each had all-new hairstyles! Though 
Splatoon on Wii U offered lots of hat, shirt and shoe options, 
hair (or tentacles, | suppose?) was set by the gender you 
selected — every girl’s hair was the same, as was every boy’s. 
It'll be nice to be able to choose something different! 

The squid kids all also had different pants, which is one 
clothing option that was left unoptional on Wii U as well. 

Adding more maps and more Inkling customization options 
is kind of a given for a Splatoon port or sequel (however they'll 
decide to present it), so what else could Splatoon Switch do 
that would feel new and different? 

Well, for one thing, it'll need to get creative with how it 
handles the lack of a GamePad screen. Many Wii U games 
didn't use it for much — Mario Kart 8 just put a huge horn 
button on the screen and called it a day — so they'll be able to 
come to the single-screened Switch without much trouble. In 
Splatoon, though, the second screen is kind of vital in its role 
as a constantly updating map that shows you which team is 
controlling which parts of the arena at any given moment, and 
also as a touchscreen interface that let you tap to select a point 
on the map to jump to in rocket squid form. Nintendo will have 
to figure out how to keep those dynamics in play on an all- 
buttons console! 

Another addition could be making the Inklings’ rivals, the 
Octolings, playable in multiplayer — there were indications 
that that would happen via an update on Wii U, but it never did. 
And how about fresh single-player stages? And some all-new 
types of sub-weapons? Ahh! We can't wait for Spla2n! 
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YOSHI'S WOOLLY WORLD does not lean heavily on the Wii U GamePad, 
which would normally make it ideal for a Switch port. But the arrival of 
Poochy & Yoshi’s Woolly World on the Nintendo 305 - which will hit store 
shelves in February in the States, mere weeks before the Switch launch – 
will undoubtedly scupper those plans in the foreseeable future. 

And that's OK. The best thing about Yoshi's Woolly World was that every 
level was a surprise. You had to learn the trick to each level's gimmick and 
solve it. You had to explore and experiment if you wanted to find the many, 
many collectibles. A port simply can't recreate that feeling of discovery and 
wonder. 

I'm not even sure how much | would want to see a sequel to Yoshi's 
Woolly World. Of course it would be fantastic to come back to this creative 
world and see what else could be done with it, but I'd hate to see another 
rushed job that brought hardly anything new or interesting to the table. We 
have had far too many sequels that fit that bill already, thank you! 

What | would really like to see, however, is a lot more of Good-Feel. They 
have the ability to make a new game in an existing game series feel fresh, 
without betraying what it was that made that series so popular. Perhaps 
they could be a good fit for a new 2D Metroid game . . . so long as they don't 
try to recreate Zebes using craft paper or clay or something. (The Metroid 
fandom has suffered through enough "surprises.") 
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THE CHANCES OF a sequel to or port of Kirby and the Rainbow Curse on 
Switch all ride on one thing — will the console utilize touchscreen controls? 
It’s a question that carries a ton of weight, and not just for Kirby. Touch 
control has been a significant component of Nintendo’s game design across 
the DS, 3DS and Wii U systems going back for over a decade now. That 
Switch screen almost has to have touch capability, right? 

Seeing as the Wii U has been far from Nintendo’s most popular console, 
it could be that Nintendo will utilize the launch of the Switch as an opportu- 
nity to make a hard break from this era that’s coming to an end and start 
totally fresh. But that seems unlikely. Most gamers in the world today play 
on their smartphones or tablets - launching a console without some form 
of touchscreen option would end up alienating a lot more people than just 
Wii U owners. 

In fact, it could be that tablets and smartphones may make for a better 
home for a follow-up or a modified port of Rainbow Curse than the Switch! 
The game was not a huge hit, probably because it strayed too far from what 
hardcore Kirby fans want in the series. That wouldn’t be an issue on tablets 
and smartphones, the home of hundreds of millions of gamers who know 
Kirby from his years of appearances in games and cartoons, but don’t 
expect anything in particular from him. If mobile works for Super Mario 
Run, then why not Kirby? 
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MUCH LIKE THE Р54 Pro is upscaling and improving upon past existing 
games, the Switch could do something similar for Bayonetta 2. While the 
honeymoon period for a few first- or second-party Nintendo games has 
been a bit too short to warrant a re-release (something like Star Fox Zero or 
Paper Mario: Color Splash on Switch is too soon), at two and a half years old 
now, Bayonetta 2 could use another version to help spur sales. 

While the game was smooth all told, it wasn’t a smooth 60 frames per 
second — the sacred number many purists crave when judging an action 
game accordingly. While the technical limitations of the Wii U were excus- 
able because the game wouldn't exist without Nintendo's involvement, а 
more powerful machine could give it the boost it needs to satiate just about 
everyone involved. 

Also, same-console multiplayer would be a great add-on, in addition to 
your typical expansion-style content. With the robust challenge and unlock 
system there's plenty to introduce without breaking the bank in terms of 
development costs, as all people would really need is an excuse to play this 
masterpiece over again. Plus, I’m sure folks will be combing over a potential 
Switch port for any and all Easter eggs, as Platinum is known to include. 

While we don't really know where Platinum and Nintendo stand with one 
another after the troubled launch of Star Fox Zero, we hope their partner- 
ship isn't done just yet. 
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CHRONOLOGICAL PROXIMITY WILL likely take a Switch port of Star 
Fox Zero out of the running, as Nintendo’s going to have a hard enough time 
convincing some fans to rebuy Mario Kart from 2014 and Splatoon from 
2015, so you know that sending a 2016 release back out to market so soon 
would be asking a bit too much. And yet, it’s still intriguing to consider the 
possibility! 

Since Switch is a single-screen experience, bringing over Star Fox Zero 
would mean re-engineering those oddball dual-screen moments where you 
had to almost ignore your TV entirely in favor of the small screen’s cockpit 
view. The motion controls mapped to independently aiming your vehicle’s 
armaments would likely get the ax as well. What would that mean? Well, a 
hypothetical version of Star Fox Zero that would be 100% traditionally con- 
trolled, with buttons only - basically the game that thousands of Star Fox 
fans were hoping to get in the first place. 

Again, it doesn’t seem wise to get our hopes up any time soon. But we 
also wouldn’t entirely dismiss this possibility either, as you just need to 
remember that Nintendo is a company who only eight years ago produced 
an entire series of GameCube ports for Wii marketed as the "New Play 
Control!" line. No big visual upgrades. No added content. Just changing the 
way you controlled the games was enough justification for Nintendo to re- 
release them! So come on, Big N! Give us New Play Control: Star Fox Zero! 
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UNLIKE THE REST of the games in this feature, Роккеп 
Tournament actually wasn’t made with living rooms in mind — 
it was first built as an arcade game, and specifically for the 
Japanese market. It seemed like a foregone conclusion that it 
would eventually be ported to the Wii И — and, of course, it 
eventually was — but for a while that question lingered in 
limbo, as it was clear The Pokemon Company had prioritized 
coin-op cabinets as being the true place where Pokkén should 
be played. 

And now, in the wake of Pokkén's Wii И release, it seems the 
attention of its developers has swung back to the arcades 
again. Pokkén Tournament has received four new fighters in its 
roster in recent months, but each one of them has exclusively 
appeared іп the game's arcade version. 

until the Switch comes home, that is. 

Now, a Pokkén Tournament port for Nintendo Switch has not 
been confirmed. It hasn't even been rumored in the same way 
that many of the rest in this list have been. 

And yet, doesn't it just make sense? The Pokémon Company 
took a hard stance against making any downloadable content 
for the Wii U version. They could have added the new fighters, 
but they chose not to. Are they just being arbitrarily kind to the 
arcade scene? Or could it be that the infusion of four fresh new 
fighters is what they feel will draw fans back to double-dip for 
the game on Switch? 

Each of the new additions is interesting. Scizor — the 
evolved form of Scyther first introduced in Gold & Silver and a 
fan favorite ever since — slices through its foes with its razor- 
sharp claws. Darkrai — the sinister, intimidating Dark-type 
Legendary from Gen IV — is a living nightmare on the battle- 
field (and the creepiest combatant by far). Empoleon — the 
Water/Steel-type emperor penguin also from Gen IV — finally 
got a Water starter into the mix. (Can anyone tell me why 
Greninja still isn’t playable in Роккеп?) 

Speaking of fighting frogs, though, the final, totally out-of- 
nowhere surprise addition recently has been Croagunk. The 
tiny Poison/Fighting-type has been out of the spotlight since 
spending the anime’s Sinnoh arc keeping Brock from getting to 
go out on any dates, but he’s back now throwing toxic fists of 
fury. 

You'd have to imagine that a potential Switch port would 
add at least those four, and then go further with more. Perhaps 
now that Sun & Moon have been released, their monsters could 
warrant a Tournament invite? Incineroar is ready! 
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MOST GAMES DON'T keep expanding themselves with free download- 
able content a full three years after their initial release — but Shovel Knight 
is, of course, not like most games. The fact that the Yacht Club team is still 
in the process of keeping the promises of their Kickstarter stretch goals 
from way back in 2013 has now created an interesting situation that they'll 
have to decide how to deal with: The Nintendo Switch will go on sale before 
they're finished adding extra modes and campaigns to their 3DS/Wii U title. 
So what should they do about that? 

It seems like a no-brainer that Shovel Knight should be ported to Switch. 
Having it available for play on both the TV and portably would fuse the best 
elements of both current Nintendo system versions of the game, and having 
a new port for the new system would potentially bring even more new 
gamers into the Shovel Knight fandom - and sell a few more of those nifty 
Shovel Knight amiibo figures, too. 

The timing is the thing, though. It seems like Yacht Club could have 
Shovel Knight there on Day 1 to support Switch if they really wanted to – but 
should they instead wait until later, in order to bring the complete experi- 
ence to the new generation when all of the free DLC is finally done? And 
what about format? Would they just launch into the Switch eShop, or would 
they go for another physical release? All these are questions Yacht Club's 
been asking themselves, for sure. It'll be fun to get the answers! 
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INTERESTINGLY - AND PERHAPS ironically - enough, one of what was 
arguably the game's biggest flaws on the Wii U could be what makes it so 
very ideal for the Switch. Put simply, with the exception of Off-TV Play, the 
game made no real use of the GamePad's second screen. 

Seeing as we know so little about the Switch as to be unable to say 
whether it even features a touchscreen, what we’ve seen does seem to 
pretty strongly indicate that using a second screen alongside your televi- 
sion is probably not an option, and that means that no modification nor 
compromise should be needed in order to get the game to play as it was 
intended on Nintendo’s newest console. For all intents and purposes, 
Nintendo could get Monster Games to do the port again, bringing a great 
platformer that those without a Wii U would have missed out on to the 2-in-1 
platform. 

Speaking of Monster Games, when they ported Donkey Kong Country 
Returns to the Nintendo 305, they did make a few changes - and there 
would be little to keep them from making similar adjustments this time 
around based on the feedback and criticism the game received. Nothing too 
major, of course. Just the same sorts of refinements and player-friendly 
options we saw before. Although, with the greater variety of Kongs this 
time around, it would be nice if they at least included the option to be able 
to play as them without bringing in a second player! 
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IRONICALLY, PIKMIN 3% reliance on the GamePad is also the biggest 
hurdle in the way of a Switch port. Nintendo has confirmed that the 
upcoming console will be a single-screen experience, which would make it 
almost impossible to replicate the KopPad’s functionality. Of course, the 
game could always be reworked to make the KopPad a separate menu, or 
even remove its features entirely - but given how integral it was to the 
experience, neither seems like an adequate solution. 

Still, while a Pikmin 3 port may not be technically feasible on Switch, that 
doesn’t mean we won't see a new installment at some point in the system's 
life. Mr. Miyamoto confirmed last year that a new Pikmin game (besides the 
sidescrolling spin-off that was recently announced for 3DS) was in the 
works, and while he didn't specify what platform the project was being 
developed for, it's safe to assume "Pikmin 4" will be arriving on Switch. 

And if there is a Pikmin 4 on the way, there are some hints we can glean 
about it from Pikmin 3. If Switch's screen is indeed touch-capacitive as 
rumors seem to suggest, then you'll likely be able to use it to command 
your Pikmin army, much like Pikmin 3's 2014 update allowed you to move 
and throw Pikmin using the GamePad's touchscreen. Unfortunately, it looks 
like pointer controls might not be an option on Switch (which is a shame 
given how well they worked in Pikmin 3), but at the very least the game 
should play similarly to the original GameCube installments. 
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А NINTENDO SWITCH sequel ог port of Captain Toad's first full-length 
adventure - with additional features — would certainly put a smile on more 
than just my face. Having the grab-and-go puzzler on the go with the 
mobility of the Switch to find collectibles and quickly solve the puzzles 
would be great, but Nintendo can do better than that. The Wii U game was 
a bit short and its story quite simple, but that worked when based off of a 
minigame! Another outing would really need to prove its existence. 

We'd all like to see new puzzles, but how about multiplayer in the 
Treasure Trackers’ universe? Captain Toad and Toadette - or any of the 
other members of the Toad Brigade, for that matter — could tackle the 
puzzles together, either on one Switch or two. It would be more collabora- 
tive on one Switch, while two screens could add more competitive puzzle- 
solving. Speedruns or a race to find the 8-bit Toad would be great mobile 
minigames to play quickly with friends, and much more complex puzzles 
could be created for at-home play. A battle mode could even be created, 
where someone could even play as a boss, trying to disrupt the Captain ina 
puzzle and foil his plans of victory, using various attacks to make the 
intrepid Toad sweat and cower! 

Captain Toad: Treasure Tracker was a best seller for the Wii U, even if it 
did lag behind the heavy hitters of Mario Kart and Smash Bros. But here’s 
hoping for more from the Captain on the Switch! 
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BECAUSE HYRULE WARRIORS had so much DLC added to its base game 
in the year following its retail release, it would seem to be perfectly primed 
for a Nintendo Switch re-release that would contain all of that content. But 
then there’s Hyrule Warriors Legends to take into consideration — it already 
played the card of being "Hyrule Warriors Plus," and even went further 
beyond that by adding yet more characters from different past Zelda 
games, and an all-new, unique character and quest in the form of Linkle, 
and even more DLC beyond all that! 

Seriously, there’s a lot of Hyrule Warriors content already in existence, 
spread across the Wii U and the 3DS. Would Nintendo really revisit the game 
for a third time, to bring it to the Switch? 

We say, why not? The content distribution in the two existing versions 
has been kind of confusing, so making one final Switch edition — a 
Definitive Edition — could be really helpful in gathering everything together 
in one place. There’s plenty of opportunity for Nintendo to add even more 
content, too! The new series of Legend of Zelda amiibo figures could be 
given functionality with Hyrule Warriors Switch, and in the wake of Breath 
of the Wild’s release, characters and settings from that game could be 
added to this ultimate Zelda crossover too. How cool would it be to have the 
new, blue-clothed Breath of the Wild version of Link in Hyrule Warriors? 

But then again, maybe they would save that for a Hyrule Warriors 2... 
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NOT HAVING THAT convenient touchscreen interface to be able to select 
items and check Link’s position at glance might feel like an unfortunate 
step backward when playing Breath of the Wild on the Switch — that could 
end up being the one key feather that the Wii U version keeps in its cap. But 
3D Zelda adventures like The Wind Waker and Twilight Princess first existed 
before the GamePad, and could go back to their roots easily enough. It 
would be a shame to miss out on its convenience, but not any kind of deal- 
breaker. 

That said, it seems unlikely that The Wind Waker and Twilight Princess 
would specifically get new Switch versions. More likely, since both of these 
two games had GameCube versions originally, the rumored GameCube 
Virtual Console on Switch would bring those first editions back into the 
spotlight. 

But what of the other 3D Zeldas? Could they be re-released for Switch? 
Ocarina of Time and Majora’s Mask both got the remake treatment for the 
3DS, so you might think they wouldn’t reappear again so soon — but there 
could be HD ports produced from those games as the source material, 
rather than starting from scratch. And then there’s Skyward Sword. It could 
get a Switch port, but its design was so intertwined with motion control that 
the Joy-Con controllers would need that functionality built-in . . . or else it 
would have to be totally reimagined for traditional button control! 
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RUMORS THAT AN upgraded version of Super Smash Bros. 
would come to the "Nintendo NX" have been floating around 
for much longer than any other Wii U-to-Switch whispers, so 
this is yet another one that is a very, very safe assumption to 
actually happen. 

Much of the standout content in Super Smash Bros. for Wii U 
and Nintendo 305 wasn't there originally, but was added as 
DLC after the fact. Cloud, Ryu, Bayonetta, Lucas from Mother 3 
... all of them are excellent additions, but since they weren't 
included in the base disc/cartridge, there are millions of 
players who probably missed out on them. Just making Super 
Smash Bros. for Nintendo Switch into a re-release of the Wii U 
version with all the DLC packed in from the start would already 
be sensational. 

But Nintendo won't stop there, of course! You can't have a 
new Super Smash Bros. installment without adding at least a 
few new fighters. We don't expect some drastic roster shake- 
up with dozens of new arrivals or anything like that — let's try 
to temper expectations a bit — but still, it's not unreasonable to 
expect the select screen to expand by at least a handful. 

We all offered our personal picks for new Smash fighters 
back when Nintendo was holding that online ballot seeking 
suggestions for which new characters fans wanted to see, and 
those hoped-for brawlers included the likes of Ridley, Shovel 
Knight, Waluigi, Geno, Professor Layton and even the Inklings 
from Splatoon. With what's transpired since we published that 
list 10 issues ago, it would seem like the Inklings' stock has 
risen the most — Splatoon hadn't yet launched back then, but 
now it's become a global hit and made its way into almost 
5,000,000 homes. Getting the squid kids into Smash would 
seem wise. 

Another likely "newcomer?" The Ice Climbers! (Yes, NF 
Magazine spends a lot of time talking about the merits of Nana 
and Popo — blame the fact that Ice Climber was the first NES 
game Lucas got as a Christmas present as a kid.) Masahiro 
Sakurai has confirmed in interviews that the Ice Climbers — 
who were a part of the playable roster in Super Smash Bros, 
Melee and Brawl on the GameCube and Wii — were up and 
running during development of the Wii U Smash. It was the 3DS 
version that killed them, though! It couldn't keep up with their 
two-characters-in-one complexity. The Switch shouldn't have 
any such trouble, though, so hopefully they'll be restored to 
the roster! 

Who else would you like to see? Smash speculation is back! 
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With the wait for Breath of the Wild finally coming to an end in just а few more months, it feels like the 
Legend of Zelda games will at last realize the original vision for the series: letting players explore a truly vast 
land of Hyrule. The 3D Zeldas of the past two decades have tried their best to present large explorable areas 
with the help of some technical tricks — like The Wind Waker’s sailing sequences hiding the loading times for 
its many different islands, or Skyward Sword’s soaring through the clouds - but really, the real traversable 
land mass in each past Zelda hasn't come close to the scale of what Breath of the Wild will offer us soon. The 
largest past version of Hyrule should actually be attributed to the black sheep of the series, Zelda ||: The 
Adventure of Link. You had to use your imagination to fill in the details of that world map you see above, but 
it was undeniably huge - entire towns taking up just a single square of space. Perhaps while you're waiting to 
step into Breath of the Wild’s new Hyrule, you can revisit this version through the new NES Classic Edition! 


THEN & NOW: EXPLORATION IN 
THE LEGEND OF ZELDA 


А history of how Hyrule has expanded its borders. 


THESE DAYS, WE take entire worlds 
for granted. Enormous, explorable 
fantasy lands spread out in all direc- 
tions before our eyes. We have total 
freedom over which way to go, and 
when, and at what speed we want to 
get there. 

At least, we will in The Legend of 
Zelda: Breath of the Wild. And that 
kind of freewheeling, go-anywhere 
exploration represents both an evolu- 
tion of the Zelda series that's played 
out over the course of the past several 
decades, as well as a closing of the 
circle — bringing the franchise back to 
its very first moments. 


THE LEGEND OF ZELDA 

"It's dangerous to go alone. Take this." 
You've seen that quote time and time 
again, and you know where it comes 
from — the very first minute of the 
original Legend of Zelda, when Link 
steps into the cave found on the first 
screen of the game and claims owner- 
ship of his first-ever sword. 

... but he didn't have to. 

You didn't have to duck into that 
cave right away. Zelda 15 first screen 
actually gave you four paths to pick — 
the cave was one, and the smartest, 
since without going in there you'd be 
weaponless in a world full of Moblins 
and Octoroks. But you weren't forced 
to take the blade — you could go west, 
north or east instead, beginning to 
explore the land of Hyrule. 


And whether or not you chose to 
equip yourself with the Old Man's 
offered weapon, the sense of freedom 
from that first screen continued 
throughout the rest of the game. Zelda 
1 presented Hyrule as a pure open 
world. You could follow the standard 
path of progress, tracking down 
dungeon entrances and clearing them 
in order — or you could skip doing that 
and instead head straight for the 
toughest parts of the kingdom, where 
foes could kill you in a single hit. Of 
the entire world map in Zelda 1, only 
two squares were inaccessible from 
the start — the two that required you 
to use the Raft to reach them. Other 
than that? Total freedom. 


THE ADVENTURE OF LINK 
Beginning with the series' second 
installment, The Legend of Zelda 
began to guide players' progress with 
a little more structure. In Zelda Il, you 
needed to track down and learn the 
Jump magic to be able to make it past 
the roadblock closing you into the 
game's starting area. Other portions 
of the map were walled off with rocks, 
necessitating use of the Hammer to 
break them. The Raft appeared again, 
as you needed to ride it to open up the 
whole second half of the game. 
Winged Boots, a Whistle, a Fairy spell 
and more kept your exploration in 
check, forcing you to make measured 
progress. Still, the scope of the world 
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itself was huge, and the feeling of 
being on a truly epic, heroic quest was 
well conveyed. 


A LINK TO THE PAST 

On the SNES, the third Zelda offered a 
more compact overworld map to 
contain the entirety of the kingdom of 
Hyrule. The extent of the world was a 
single castle, one village, a lone forest 
and other one-off sights to see. The 
trick that A Link to the Past pulled, 
though, was doubling the relatively 
small world map by letting you explore 
both the "Light World" and the "Dark 
World," ultimately gaining the power 
to travel between the two at any time. 
Progress, meanwhile, got more struc- 
tured than before with the addition of 
more movement-focused items like 
the Hookshot and Zora’s Flippers. 


LINK’S AWAKENING 

The series’ portable debut offered the 
most compact explorable space yet, 
but wasted none of the screens that 
made up the map of Koholint Island. 
This dream land was infused with per- 
sonality at every stop, full of goofy 
characters that sold the appeal of the 
smaller setting. 


OCARINA OF TIME 

Did you know that Hyrule Field almost 
didn’t exist? Apparently, during devel- 
opment of this first 3D adventure in 
the Legend of Zelda series, the initial 
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idea was for there to be no real, con- 
necting overworld at all — instead, 
there would have been a castle that 
functioned as a central hub to warp 
you between self-contained spaces in 
Hyrule, the same way Mario leapt into 
paintings in Peach’s Castle to arrive at 
his different platforming levels in 
Super Mario 64. 

I'm really glad they decided against 
that. 

These days, the sprawling Hyrule 
Field is not as impressive as it once 
was — but in 1998, emerging from the 
Kokiri Forest and gazing out across the 
wide open land ahead was a revela- 
tion. Earning access to Epona later in 
the quest was the cherry on top, as 
riding on horseback made it truly feel 
like you were in a fantasy quest. The 
overall extent of Ocarina of Time was 
not all that vast, but it brought back 
the split world trick from A Link to the 
Past — just presenting it this time as 
Link traveling between the world as it 
existed in the past and Ganon's cor- 
rupted kingdom of the future. 

At this point, though, firm structure 
had truly set in. You had a bit of 
freedom in choosing the order in 
which you completed the different 
dungeons, but with fences and impass- 
able bridges placed liberally through- 
out the land, it certainly wasn't a go- 
anywhere adventure any more. 


MAJORA'S MASK 

The second 3D Zelda offered a land of 
comparable explorable size as the 
first, but again restricted your ability 
to travel across Termina by requiring 
you to earn certain items before 
certain areas would be open to you. 
The game's unique passage of time 
and countdown to oblivion gave explo- 
ration a different spin here, though — 
you could see all there was to see in 
Clock Town on Day 1, for instance, but 
on Days 2 and 3 the same areas held 
different events to watch unfold. 
There had never been consequences 
to standing around in the same spot 
for an extended time before — and 
there haven't been since. Breath of the 
Wild, though, pays attention to the 
cycle of day and night and may bring 
some of this spirit back into play. 


THE WIND WAKER 

As mentioned on the previous page, 
Nintendo's third 3D Zelda worked a bit 
of technical wizardry in order to make 
its watery world appear larger than it 
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THE NEW HYRULE 
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Working off the glimpses we've seen of the full 
map of Breath of the Wild in gameplay videos, 
enterprising cartographer (and DeviantArt user) 
WSARAVIO crafted the image you see at the right — 
a preview of just how huge the all-new Hyrule is 
going to be. For a sense of scale, compare the 
image above with the red box highlighted on the 
right. That’s the Great Plateau area — the starting 
zone that showgoers had access to at E3. It was 
enormous itself, with no one able to see all of it 
themselves. And yet it represents only about 2% of 
the entire explorable space on the full map! It’s 
going to take months to see all there is to see in 
Breath of the Wild’s version of Hyrule! 


really was. Setting the game on an 
ocean and having you sail for several 
minutes at a time to get from one 
island to the next gave the impression 
hat this version of Hyrule was huge — 
but really, if you added up all the 
actual land mass, it wasn’t that vast. 
The GameCube just needed a hand 
oading each separate island, and 
giving you lots of time to take in the 
ocean air while sailing on the King of 
Red Lions gave the system lots of time 
о hide its loading times. 

Giving you a boat, a sail and an 
open ocean to explore did start to 
recapture some of that sense of go- 
anywhere adventure, but even with 
nothing but water and sky ahead of 
you on the horizon, the game still kept 
you on course with following the 
expected structure of progress. If you 
tried to deviate too far from where 
you were supposed to go next, the 
King would simply stop you, turn you 
around and point you back in the 
"right" direction. Not much feeling of 
freedom there, sadly. 


TWILIGHT PRINCESS 

The waters were banished, boats were 
no more and horses were the convey- 
ence of choice once again when the 
next main series sequel arrived, and 
Twilight Princess presented the series’ 
largest contiguous land area to 
explore so far. The environments were 
larger, there were multiple different 
towns full of NPCs and the Link to the 
Past split world idea came back into 
play once again with Link hopping 
back and forth between the "real" 


Hyrule and the parallel Twilight Realm. 


Even without Epona, exploration was 
speedier — thanks to the fact that you 
could transform into Wolf Link at any 


time and dash across the landscape as 
only a quadruped can. 

Twilight Princess was still restric- 
tive and fairly fully focused on one 
single path through the narrative, and 
its sequences that demanded you to 
collect the Tears of Light in small, 
sectioned-off spaces of the Twilight 
Realm weren't too popular with fans. 
(Twilight Princess HD streamlined this 
part of the design a bit, though.) 


SKYWARD SWORD 

I've skipped over a few of the portable 
Zeldas here, as Oracle of Seasons & 
Ages, The Minish Cap and even A Link 
Between Worlds all mostly echoed the 
games that came before them — when 
it comes to how Link's exploration of 
the world around him evolved over 
time, at least. So the last major 
example of a Zelda having a different 


idea of how to handle the task of pre- 
senting Hyrule was Skyward Sword. 
For being the most recent Zelda on 
home consoles, Skyward Sword was 
oddly un-epic in its exploration. Link 
lived on a floating island in the sky, 
and quickly gained access to Loftwings 
that could fly him pretty much 
anywhere he wanted to go above the 
clouds. That was great. What wasn't so 
hot was the world below — openings in 
the cloud cover let you skydive down 
to the surface, but once there you 
were restricted to only being able to 
walk around in the area where you 
landed. You couldn't take off on foot 
to get from, say, Faron Woods to Eldin 
Volcano. You had to go back up into 
the sky from the forest, fly over to the 
other cloud opening above the volcano 
and then drop down to its area. It was 
odd, and it broke the feeling of the 


land of Hyrule being a real, connected 
place. 


BREATH OF THE WILD 

That weird, segmented division of 
spaces in Skyward Sword may be why 
Breath of the Wild feels like such a 
breath of fresh air! The Legend of 
Zelda series is 30 years old now, but 
it's taken this long for the 3D games to 
finally catch up with what the very 
first adventure did on the 8-bit NES: 
give you a huge land to discover, then 
let go of your hand and let you run 
wherever you want, whenever you 
want. There will still be some barriers 
to progress in Breath of the Wild. You 
will need to earn items like the new 
Paraglider to reach every area. But it's 
looking like it will be the best, most 
free-feeling exploration adventure in 
the history of Zelda! - LUCAS 


CHARACTER PROFILE 


The embodiment of all evil in the most epic video game series of all 
time is...a giant pig? Yes, we've never been so intimidated by swine 


would see it boosted Ganon’s fear factor. his human form, Ganondorf. the original portly pig Ganon! 


GAME OVER 
RETURN GF GANON! 


Ganon’s career started on а low, as he sat The humanoid body allowed Ganon to Then some Zelda games around a decade 
alone in a windowless room waiting to be participate in Super Smash Bros. - except ago started leaving Ganon out entirely, 
banished by a green-clothed elf child. he was just a clone of Captain Falcon. replacing him with an emo dark elf! 


FIRST APPEARANCE 


as we are in The Legend of Zelda. Let’s celebrate the sinister Ganon! 
© THE LEGEND OF ZELDA (1987) 
А single, static screen paired with a brutal In Ocarina of Time, Ganon’s backstory A Link Between Worlds brought back tons 
level of difficulty that ensured players was fleshed out with the introduction of of old-school Zelda goodness, including 


Most recently, Ganon the monstrous pig 
beast got to serve as the focus of a DLC 
package added on to Hyrule Warriors. It 
made him fully playable on the battlefield 
as well! Well deserved after 30 years! 


Just getting all the way to Ganon was a Ocarina of Time is praised as a masterpiece among all video In advance of its release, we know only very little about how 
massive achievement in the original Zelda games, even now, nearly 20 years after its debut. Ganon’s fright- Ganon will ultimately be portrayed in Breath of the Wild. Ina 

(and especially so in the Second Quest). eningly fierce portrayal was a big piece of what put the experi- stark contrast to the first Zelda that forced you to fight through 
The fight was no easy win, either, as the ence over the top, as he towered over Link wielding massive twin the whole game to see him, though, he’s plainly visible from 
dark porker teleported randomly around blades - and knocked the Master Sword away from you as the the first minute this time: swirling around Hyrule Castle in a 
the room, fully invisible until you hit him! fight began! It was a thrilling, climactic final battle. gaseous form that’s referred to as "Calamity Ganon." 


BY LUCAS M. THOMAS 


ТНЕ ВЕ5Т ВЕА5Т - RETRO 


Ganon has appeared in so many forms 
over the years that it was hard to pick 
just one to highlight as the definitive 


version of the character! First, we GAN О М Е РОМ 
had to cast aside all the different OCARINA OF TIME 


spins on the humanoid Ganondorf. 

He's a wonderful villain, but he 

only came along a decade after 

the character was established as 

a huge, hulking pig man - so it's 

got to be one of his pig forms 

that is the true Ganon. Then, we 

had to set aside the original, fat | 
slab of bacon seen in the NES era 


games, and the SNES and Game Y 
Boy sequels that followed them – | \ 
they’re classic, true, but this is а L- \ 
gaming icon who has evolved since Y 


then into a truly imposing presence 
burning with fiery evil. (You can bet 

we didn't consider the laughable toy 
puppet Ganon from The Wind Waker.) 
No, the real, twisted, sheer force of 
sinister power that is Ganon is best 
represented by this, his Ocarina of Time 
rendition. Just look! How can you argue? 


WE'D NORMALLY 


POINT OUT DIFFERENT 


FEATURES, BUT HE'S 
JUST TOO HUGE! 


КЕТКО 


WARP ZONE 


What Nintendo Power was writing about way back when. 


THE YEAR 1992 kicked off with a double dose of 
Konami cover action, first with the 16-bit vampire- 
slaying action of Super Castlevania IV on Issue #32, 
followed by a new arcade-styled NES brawler in 
Teenage Mutant Ninja Turtles IIl: The Manhattan 
Project for Issue #33. 

Big changes for the magazine were also in store, 
with new color-coded sections identifying which 
platform a game was for. So coverage of Mega Man 
4, Monster in My Pocket and Tecmo Super Bowl in 
#32 апа С.І. Joe: The Atlantis Factor, Rampart and 
The Simpsons: Bart vs. The World in #33 sported 
NES red, while TMNT: Back from the Sewers, 
Beetlejuice and Prince of Persia in #32 and Gradius: 
The Interstellar Assault, Super Hunchback, Q*Bert, 
Terminator 2: Judgment Day and Asteroids in #33 
came with Game Boy purple trim. For games with 
Super Power like "Zelda IV": A Link to the Past, True 
Golf Classics: Waialae Country Club and Super Off 
Road in #32 and The Legend of the Mystical Ninja, 
Wanderers from Ys and Super Scope 6 in #33, 
teal/green (depending on the printing) was what 
you would look for. 

Another big change to the magazine was to 
make it even bigger, with more pages - pages put 
to good use, many would say, with the inclusion of 
new comics! So not only did Nester take on the 
worlds of ActRaiser and Super Castlevania IV, but 
Mario and Link finally got to star in their own four- 
color adventures based on their latest titles of the 
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time (which Viz has recently seen fit to reprint), 
complete with involvement from Shigeru Miyamoto! 

The added page count also brought a makeover 
to Now Playing, as "Rob & George" offered "two 
guys’ opinions on the latest releases," complete 
with a little cribbing of movie critics Gene Siskel 
and Roger Ebert’s thumbs-up/down and their own 
Personal Power Meter for a handful of games. 

Elsewhere, the Top 30 doubled in size to become 
60 games strong, albeit divided between Nintendo's 
three systems of the time. As a result, each 
platform had a Top 20, complete with Mario sitting 
pretty atop all three charts over the course of both 
months. Battletoads and Zelda were consistent 
runners-up on the NES, while F-Zero remained 
steady at #2 on the Super NES as Final Fight 
overtook SimCity in February, and the combined 
might of Dr. Mario, TMNT and Mega Man blasted 
Metroid II from 2nd to 5th between issues. Plus, 
select Power Players had the opportunity to be 
featured with their five favorite games, replacing 
the Player/Pro/Dealer Picks of previous issues. 

The Rocketeer and Lemmings were the poster 
children for these two issues, and Players Polls con- 
tinued to deliver the goods with prizes such as a 
trip to visit Rare in England and a Space Camp 
session that included a chance to witness a real 
space shuttle launch. 

As you can see, as Nintendo continued growing, 
so too did Nintendo Power! - DAVID 
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DREAMING OF A VAST, OPEN HYRULE 


As the calendar flipped into the New Year of 1992, gamers in North America were just a few short months 
away from the release of the epic third installment in the Legend of Zelda series, A Link to the Past. The hype 
was palpable for Link’s first adventure on the more powerful Super Nintendo, as the 16-bit processing power 

and richer color palette promised to grant us access to an even more immersive vision of Hyrule. And yet, 
concept art like the piece seen above was still the stuff of dreams. It’s only now, a full quarter-century later, 

that Breath of the Wild has nearly arrived to let us truly experience moments like the one envisioned here! 
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СОМІС ВКЕАК 


НЕ IS UNAFRAID TO TAKE ON THE 
CORRUPT HYLIAN THEOCRACY AND 
THEIR MURDEROUS FOLLOWERS! 


PUT HYRULE BACK ON 
THE RIGHT TIMELINE 


AND BE PART OF THE 


REVOLUTION 


eee 
AND HE WON'T TRANSFORM INTO A GIANT PIG MONSTER 
POSSESSED BY AN ANCIENT DEMON. PROBABLY 


DATE OF BIRTH 


February 8, 1985 


PLACE OF BIRTH 


Renton, Washington 


FAVORITE FOOD 


Shake Shack 


LITTLE-KNOWN FACT 
| used to work at Nintendo! 


UNIQUE AND 
INTERESTING PHOBIA 
Full-time aviophobia, 
Occasional somniphobia 
CURRENT POSITION 
IN THE INDUSTRY 


Founder of GameXplain 
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ANDRE SEGERS 


Hey guys, and welcome to another Nintendo Force discussion! This time we're joined by the founder of 


GameXplain to discuss his popular YouTube channel and the consequences of spending literally months 


analyzing every secret and hidden detail in The Legend of Zelda: Breath of the Wild. So let's get started! 


60 ISSUE #25: FAREWELL Wii О, HELLO SWITCH! 


NF: First ир, сап you give us the 
Gamexplain origin story? Where did 
you work before this, and how did 
you wind up founding this YouTube 
channel? 

Oh man, | don't 
even know where to start with this 
one! 

So | suppose I’ve always had a bit 
of a fascination with being an entre- 
preneur. | mean, while everyone else 
was freaking out while waiting for 
Final Fantasy VII, | was the kid who 
was super excited to run a virtual farm 
after reading a Nintendo Power 
preview for Harvest Moon. Yeah, | was 
a bit of a weird kid (still am, probably). 
The idea of building something from 
nothing and managing my own 
business is something that just spoke 
to me. 

And it was that desire that drove 
me to building a few different video 
game websites as a teenager, includ- 
ing a very early version of GameXplain 
based around the idea of video help 
guides for video games. The only 
problem was this was 2003, and video 
on the Internet was barely a thing! 
mean, YouTube didn't even exist yet, 
and was years away from being a 
household name. So needless to say, 
GamexXplain circa 2003 didn't exactly 
set the world on fire. 

It was around this time that the 
dream of being an entrepreneur 


began to fade, as I realized І needed to 
actually make money. But I knew I 
wanted to work in the game industry 
ever since I got a little taste of it while 
volunteering at Nintendo websites like 
Nintendojo, which allowed me to 
attend ЕЗ when I was just 16 years old. 

So my first real job in the industry 
was at Nintendo in the call center back 
in 2005 and 2006 - turns out having a 
website where I literally explained 
how to play games comes in handy 
when applying there! 

Throughout my year at Nintendo, | 
applied non-stop to the two places I 
wanted to work at most: Nintendo 
Power and IGN. Unfortunately, despite 
my cubicle being literally around the 
corner from Nintendo Power, they 
never got back to me. IGN, however, 
did! (Even if it was after what must 
have been a dozen applications. They 
were probably just sick of me!) 

So I worked on IGN's Guides team 
for a couple years, before | left for 
GameSpot to do basically the same 
thing there. But after a couple more 
years, І was starting to burn out and 
needed a change of pace. Plus there 
wasn't exactly a ton of room for 
advancement at either company. 

But it was around then, 2010, that I 
learned some people were actually 
managing to make a living off of 
YouTube. And that's when it hit it me - 
there was finally a platform for 
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батехр!ат to exist on. So | quit my 
job to start GameXplain with a couple 
of friends (who were also looking for 
work) and try to build something from 
nothing. 


So you weren't just on your own to 
begin with? 

There were three of us when we 
launched in March 2010, though that 
dwindled to two when one had to 
leave once school started about six 
months later. And the other person 
left soon after, as things were looking 
pretty dire for GameXplain's future at 
the time. 


Why the focus on Nintendo, specifi- 
cally? | know you sometimes make 
videos focusing on games from other 
systems, but 99% of the time it's 
Nintendo-related content. 

Believe it or not, but GameXplain 
actually started off covering Xbox and 
PlayStation too. But once it was just 
myself, | realized there was no way | 
could make it work unless I focused on 
just one thing - and tried my best to 
do that one thing well. 

So it was out of necessity that 
Gamexplain focused on only Nintendo, 
as that was the company | was most 
passionate about. (Shocking, right?) 
And that increased focus allowed me 
to try out new content ideas, such as 
analysis videos, and then our Easter 


egg series, Cool Bits, which is when 
Gamexplain finally started to gain 
some traction. 


So when and how did the team 
expand beyond just yourself again? 
The day Derrick asked to join, ha ha. 
He ran into one of my friends at PAX 
East 2010 and mentioned he'd love to 
help out, and he's been with us ever 
since - only a bit more full-time these 
days! And thank God for that too, since 
he knows at least a thousand times 
more about Pokémon than | do! 

Ash’s story is strangely pretty 
similar, with Derrick running into him 
at a panel at E3, and Ash mentioned 
he'd love to appear on our then- 
weekly Smash Bros. discussions. 


What's day-to-day life like for a 
YouTuber? How do you crank out so 
many videos so quickly, seemingly 
every day? 

The day-to-day life isn't terribly 
exciting, I'm afraid. | wake up, grab 
coffee and check the news sites to 
make sure no major announcements 
broke overnight. If news did break, our 
coverage that day will largely be 
based around it if it's big enough – 
whether it's producing a discussion, an 
analysis or some other type of feature. 
If there isn't any major news, then I'll 
come up with something else to post 
for the day - which is made easier if | 
have a game I'm actively covering at 
the time, such as for review. 

Basically, | just take every day as it 
comes. It's actually pretty rare that I 
have content planned out more than a 
day in advance! So in that sense, every 
day's a bit of a different challenge — 
even if those days mostly do run 
together. 


Perhaps more than anything else, 
GameXplain has become known for 
incredibly in-depth analysis videos 
that point out all the secrets and 
hidden details in the trailers and 
gameplay footage that Nintendo 
releases for their upcoming games. 
How did these analyses become your 
crown jewel? How did you get so 
eagle-eyed to spot all the things you 
do? 

Well, | wasn't always this eagle-eyed — 
my eyesight's pretty terrible actually. 1 
couldn't even find Waldo as a kid! And 
in looking back at my very first 
"analysis," it's a little embarrassing 
how barebones it is compared to what 
we do now. 

So I think it’s actually more of a 
skill I've developed over the years, in 
learning how to not only pick up on 
small details that are easily over- 
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looked, but how even seemingly insig- 
nificant ones might actually help paint 
a larger picture. | think my Mario Kart 
8 analysis, in which | tried to assemble 
entire track layouts based on only a 
few scenes, was a turning point for me 
and how I treated analyses going 
forward. 

Plus it helps that | love doing them 
(as long as it doesn't involve 10 hours 
of Breath of the Wild). | think our 
passion comes through in our videos, 
which might partially be why so many 
enjoy them. Plus I'm just happy I found 
some way to put 30 years of what 
would otherwise be mostly useless 
Nintendo knowledge to use! 

Although ГА be lying if | said I didn't 
feel an immense pressure to live up to 
our fans' expectations with each 
analysis! 


We've got The Legend of Zelda: 
Breath of the Wild on the cover of 
this issue, and I think you've person- 
ally spent more time pouring over 
this game than anyone outside 
Nintendo's walls. How in the world 
did you assemble that massive 
two-hour analysis of all that E3 
footage? How are you still alive? 
Define "alive." 

So everything about that analysis 
was grueling and 1 really, really, really 
hope I never have to do that again. 
Typically we only analyze trailers that 
are three or four minutes long at most 
— so with Breath of the Wild having 
over 10 hours of footage to scrutinize 
... Well, it was just a little daunting to 
say the least! 

So my process involved scouring 
every second - oftentimes down to the 
frame - of that footage, taking notes 
of anything interesting and adding it 
to what - very quickly - turned into a 
massive text file, complete with time 
stamps so | could find the footage 
again later. That process alone took a 
few weeks. 

Once I had most of my notes mostly 
finished, it was time to start writing 
the script! And let me tell you, when it 
comes to scripts, I’m really picky 
about how I organize the information 
so that everything is grouped together 
nicely and flows naturally from topic 
to topic... апа that was a complete 
nightmare with Breath of the Wild, 
especially since so many topics had 
information that overlapped with one 
another. | think | even commented in 
the analysis how I almost grouped the 
Guardians with the rest of the 
enemies, before deciding to give them 
their own section entirely. 

And that's not even to speak of 
trying to map out the world itself, 


which was a new type of challenge for 
me. Especially since, on the eve of the 
deadline I set to finish the analysis 
(the day before I was set to fly to 
Seattle for PAX), | made a huge discov- 
ery with a connection to a past version 
of the map from the 2014 Game 
Awards, which then had a ripple effect 
as it required me to redo other parts 
of the video that I'd already finished. 
That was a long night. 

I'm honestly still amazed | finished 
the thing. There were days when I just 
wanted to give up, because everything 
about it was so daunting. Even just 
recording the script took me a couple 
days! (Side note: I'm terrible at 
reading scripts). And then there was 
the constant doubt of whether what I 
was doing was even worth finishing. I 
mean, I wasn't even sure if there really 
was anything left for me to find that 
others hadn't already pointed out by 
the time I finally finished! 

Thankfully, I'm mostly pleased with 
how it turned out and very happy with 
how it's been received. | just don't 
ever want to do that again! 


Are you still hyped to play Breath of 
the Wild yourself, or are you sick of it 
after spending so much time with all 
that footage? 

Thankfully, I'm still as excited as ever 
to play Breath of the Wild. Although 
had you asked me the day after | 
finished... 


батехр!ат has just recently sur- 
passed the 700,000 subscriber mark 
on YouTube - you're well on your way 
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to a million! How have you had this 
much success over these past few 
years, in the Wii U era? Do you antici- 
pate more views heading your way 
when the Switch takes over as 
Nintendo's console of focus? 
You know, until you asked that, I 
hadn't really even thought about how 
our growth has primarily been in the 
Wii U era. But now that you mention it, 
| wonder if it's partially because of 
that era that we were able to get a 
foothold. 

| mean, | feel like Nintendo's always 
been a bit of an underdog when it 
comes to coverage from the larger 
outlets, and that only worsened in the 
early years of the Wii U. So | think we 
might have tapped into a community 
who may have felt somewhat ignored. 
We were a place Nintendo fans could 
come to for coverage from people who 
were as passionate as they were. Of 
course, we were far from the only 
Nintendo-focused outlet out there, but 
| think we may have been among the 
earliest to really focus on the video 
side of it. 


Are you looking forward to the 
Switch? How do you think 
GamexXplain's coverage of it will be 
different than covering Wii И? (Га 
think its single-screen nature would 
make video capture easier, right?) 
I’m super excited for the Switch! | 
think Nintendo’s learned a lot from the 
mistakes of the Wii U and I’m eager to 
see how exactly the Switch fits into my 
life. I’m already stoked that it'll make 
working while I’m away from home so 


much easier, or heck, even just moving 
the system from my desk to the living 
room! 


If Nintendo decided to give you full 
creative control over one of their 
franchises to make a new game, 
which series would you pick, and 
what would you do with it? 
| would love to have a version of 
Animal Crossing with actual responsi- 
bilities and goals. Basically, | would 
love to take the "mayor" aspect of 
New Leaf and expand upon it, with you 
having to manage every aspect of the 
village as you nurture it into a town. 
Almost like a Sim City-lite, but from 
the perspective of someone who 
actually lives there. 

| think there's a lot more that could 
be done within the Animal Crossing 
universe without sacrificing what 
people already love about it. And hey, 
if you don't want to do all that mayoral 
stuff, in my version of Animal 
Crossing, you could even choose to 
live as just a villager too! 


Finally, if you could have any super 
power, what would it be and why? 

1 want to fly! Which would pair well 
with my "eagle-eyed" vision! 

The Sword in the Stone was my 
favorite Disney movie as a kid, and I 
always wished it were me instead of 
Arthur who got turned into a bird. I 
think that might be why Super Mario 
64's Wing Cap resonated with me so 
much - I could finally fly around freely 
(albeit for only 60 seconds at 
a time). 
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No Bells. No Whistles. 


SUPER MARIO MAKER FOR NINTENDO 3DS 


WHEN YOU GO to buy a new car, 
you're offered tons of different 
options. The sales reps try to sell you 
on upgraded tires. A snazzier sound 
system. Special interior floor mats 
that are somehow scientifically better 
than the standard style. Maybe you 
agree to all of these; maybe you pick 
none of them at all. 

Super Mario Maker for Nintendo 
3DS is the barebones, no-frills, no- 
extra-options-selected factory model 
version of its original, tricked-out 2015 
Wii U release. This is still Super Mario 
Maker - it still lets you build your own 
sidescrolling Mario levels. But it does 
very little beyond that. 

The most crucial omission is that 
you can't upload the levels you make 
any more. In our 17th issue, I titled my 
review of the Wii U Super Mario Maker 
"The Community of Construction," as I 
praised the fact that what could have 
been just a simple level editor instead 
became something more - it created a 
true community of creators, all joined 


together in building challenging or 
quirky or annoying stages and then 
sharing them with the world. YouTube 
celebs streamed the best of the best, 
and you could use the level access 
codes for any stage you saw to try 
them yourself! You could bookmark 
levels on a special Nintendo website 
and have them ready to go the next 
time you fired up your Wii U. You could 
award Stars to your favorite levels and 
subscribe to your favorite creators. 

Every one of those features is 
missing from this 3DS port. You can't 
upload your creations. You can't seek 
out levels by entering their access 
codes. You can't give Stars or post a 
comment if you liked a level. It's 
almost laughable how much has been 
cut out here! 

The only thing you can do with your 
levels (beyond playing them yourself) 
is share them via StreetPass or local 
wireless. But if you're in the same 
room with a friend, wanting them to 
play a Mario level you'd just made on 
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your 3DS, wouldn’t you just hand the 
system over to them? This limitation is 
really odd. 

Online functionality isn’t all that’s 
missing, though! Gone too are amiibo 
compatibility and Mystery Mushrooms, 
which let Mario shapeshift into several 
different characters in the 8-bit style. 
Nintendo’s PR tried to spin this by 
saying that they wanted that feature 
to stay exclusively on Wii U. And to 
that, | say, "Why?" It makes no sense 
at all why roughly 100 8-bit sprites 
couldn't have been carried over to 
appear in this port. The Ice Climbers 
getting cut out of Smash because the 
3DS couldn't handle them? I'll buy 
that. The 8-bit Ice Climbers costume 
getting axed here (along with every 
other costume)? | call foul. 

It'd be one thing if Super Mario 
Maker for Nintendo 3DS compensated 
for its exclusions by adding some kind 
of new content, but there's little new 
here. The Super Mario Challenge mode 
is the closest thing to fresh. It takes 
the tutorial levels of the Wii U original, 
adds some more to their number and 
arranges them all in a linear progres- 
sion through 18 worlds of four to eight 
stages apiece. Clearing each of the 18 
worlds unlocks more items to be used 
in course creation. 

| both do and don't like that shift. | 
do like it because so many course 
elements were locked away from the 
start in the Wii U version, and getting 
access to more, to begin with, meant 
waiting several real-world days. (They 
have since fixed that, but it was a real 
lightning rod for negativity toward the 
game at its launch.) So it's nice to have 
the time constraint removed entirely, 
letting you unlock items through skill. 


But needing to have the skills to 
clear 18 worlds of Nintendo-developed 
challenges is also why I dislike this 
change, too - as not every player has 
that kind of aptitude. My son Carter, 
now five years old, has become 
enamored with Super Mario Maker 
over the past year. His creations are 
incredible! He's learned design and 
playfulness and even devious trap- 
laying from just playing around with 
the stylus and GamePad off and on for 
15 months or so. But while Carter can 
fully enjoy the "Make" side of this new 
3DS edition, he wouldn't yet be able to 
clear the Super Mario Challenge levels 
on his own to open up all the course 
construction elements. Longtime 
Mario gamers? No problem. But kids 
under a certain age can't wall jump, 
then fall into pits and save themselves 
with the Propeller Suit, then kick a 
shell to hit a POW Block to knock out a 
... Well, you get the idea. So parents, 
if you grab this one for your younger 
kids, it might take a team effort to get 
them access to all the different blocks 
and enemy types in Maker mode! 

Finally, those same Challenge levels 
come equipped with special goals like 
"Stomp every Goomba" or "Avoid 
touching any enemy," and if you clear 
them, you earn medals. ! got really 
excited about that idea... until | 
realized that these special conditions 
can't be applied to the levels you make 
yourself. What a miss! It would have 
been huge to be able to set unique 
challenges for your own levels! But, 
alas, it's just another example of a 
feature this version lacks. - LUCAS 


МІМТЕМОО 


AMISSED OPPORTUNITY 


As you can probably tell from the review proper over there, I'm upset 
that Nintendo didn't take the chance to do more with this 3DS version 
of Super Mario Maker. And the more I think about it, the more I have to 
shake my head! There's so much cool content they could have included! 

Just take a look at the fan-made art just above. That's the work of 
Game Boy Demakes' 2bitcrook. He's an artist who excels at capturing 
the four-color style of the original Game Boy, and for this piece he 
imagined what Super Mario Maker might look like if it included a visual 
theme styled after 1992's Super Mario Land 2: 6 Golden Coins. It would 
be a perfect fifth theme for Nintendo to add alongside the Super Mario 
Bros., Super Mario Bros. 3, Super Mario World and New Super Mario 
Bros. U looks! And since this 3DS port was making the game portable 
for the first time, it would have been the perfect time to pay homage to 
Mario's portable past. 

Really, this is just one idea of what could have been done - because 
Super Mario Maker for Nintendo 3DS just needed something, anything, 
to be able to point to as unique and exclusive only to it, instead of it 
being almost entirely a watered-down, features-stripped-away version 
of the Wii U original. When Hyrule Warriors went from Wii U to 3DS, it 
got a ton of new content! Yoshi's Woolly World is making the leap soon, 

and it's getting new Poochy content! Here? Nothing. So Super 
Mario Maker fans, let's now truly put our faith into hoping for 
a new Switch version of the 
game - one that would 
carry forward the 

"community of con- 

struction" and add 

more new features, 
instead of removing 
them! 
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The Greatest Generation 


TO CAP OFF an entire year of cel- 
ebrating the Pokémon series’ 20th 
anniversary, Game Freak decided to 
ensure that the brand would be set up 
to last for at least two decades more. 
Pokémon Sun and Pokémon Moon are 
absolutely sensational sequels. They 
are, in my mind, now the greatest 
Pokemon generation. 

A bold claim, | know — and long- 
time fans of the franchise love nothing 
more than to debate which gen is best. 
You can make arguments in favor of 
each. Gen | for kicking the whole thing 
off. Gen II for expanding the world and 
smoothing the rough edges on its 
forebear. Gen III for... well, | don't 
know that anyone's ever argued in 
favor of Gen III being the absolute best 
of the bunch, but | personally counted 
the Hoenn Region as my favorite part 
of the Pokémon world until just 
recently. 

Now, Alola's taken that crown. 

The incredible sense of adventure 
and excitement of exploration in this 
new piece of the Pokémon planet is 
my first reason for thinking this is the 
new best gen ever. Alola is modeled 
after Hawaii, and the feeling of 
freedom and exhiliration inherent in 
going on vacation pervades these 
islands. It's fitting that your character 
moves to Alola from Kanto at the 
beginning of the game, then begins to 
explore all that's new and different 
about this place compared to that old 
land we've known for 20 years and 
have explored multiple times over. Old 
regions feel flat and lifeless now next 
to Alola's vibrance and energy. 


NINTENDO 
GAME FREAK 


LLO SWITCH! 


It's not just the setting, though, but 
the very geometry of the landscape. 
Pokémon X & Y brought the series into 
3D in 2013, but their Kalos Region was 
just a half-step into the third dimen- 
sion. Routes were still flat and straight 
— you could tell everything was still 
built on a right-angled grid under- 
neath it all. Here in Alola, hills rise and 
fall. Routes sweep around in curves 
and odd angles. Multiple pathways can 
take you where you want to go, and 
they intersect and overlap one 
another. This feels much more like a 
real, natural world. 

Exploring Alola also feels more 
fluid than past regions too, thanks to a 
welcome shift away from the "earn 
eight Gym Badges and then challenge 
the Elite Four" quest structure that's 
defined every past mainline series 
installment. Instead, Alola has the 
Island Challenge — which isn't wildly 
dissimilar from the kinds of puzzles 
featured in past sequels' Gyms, but 
gets you out and about instead 

of boxed into buildings. The 
people you meet along the 
way are what really sell 
it — most Gym Leaders 
were one-note foes; 


the Trial Captains are recurring 
players in the overall narrative, and 
each of them is developed well beyond 
the old "I like Rock types! We must 
fight!" standard. 

The Trial Captains aren't the best 
battle opponents in Alola, though — 
that honor goes to the delightfully 
dimwitted doofuses in Team Skull. So 
many Pokémon games have tried to 
sell us evil teams with goals of world 
domination, full of grunts who are 
totally straight-faced and serious. 
Team Skull is full of goofs, 
and they know it, and they 
own their goofiness. 


V) 


They strike silly poses to try to intimi- 
date you, react with overblown shock 
when you cream them... they're 
really just a joy. The best "evil" team 
the series has ever had. 

How about the Pokémon this time 
around? Some fans get upset over 
quantity, and it's true that Alola adds 
only around 100 new monsters to the 


“вы 


mix. But each and every one of the 
new arrivals is a winner — I think the 
creature designers working on new 
Pokémon have got the creation 
process down to a science now. Each 
one of these monsters is unique, has a 
purpose in battle that's distinct from 
the 700* Pokémon who came before 
them and could easily be sold as a 
plush doll (and many of them will be). 
Seriously, now, this company is wise. 1 
wasn't a big fan of Bewear when it was 
revealed, for example, but | under- 
stand its brilliance after seeing it in 
the anime and as a physical human- 
sized mascot costume outside of the 
game. Pokémon makes creatures that 
work on multiple levels, for multiple 
purposes. Smart, 

smart, smart. 


Another argument in favor of Sun & 
Moon being the very best, like no gen 
ever was? Try going back to any of the 
past games and reliving the horrid 
inconvenience of HMs in the wake of 
the brilliant, streamlining and pure 
fun Poké Ride system. No longer do 
you have to waste one of your six 
team slots on a worthless tagalong HM 
workhorse! Now it's as simple as the 
push of a single button to summon a 
Charizard to fly you anywhere you 
want to go, a Lapras to take you out 
on the water to do a little fishing or a 
Machamp to cradle you ever so gently 
in its lower arms while it shoves huge 
boulders out of your way with its 
upper ones. (That is the absolute best 
thing in the history of the franchise. I 
burst out laughing when I saw that 
Machamp was the final Ride Pokémon 
— if you can really call that a "ride.") 

Z-Moves are a fun new addition to 
battling that changes up some tired 
old tactics. Hyper Training makes its 
easier to assemble a competitive team 


than ever before. Battle Royal is a neat 


new four-way fighting concept (even if 
itis a little too tough for me to handle 
myself). 

But let me not spend this whole 
review fawning over these games, as 
there are some flaws here and there. 
For one, the whole Ultra Beast aspect 
of the story felt undercooked to me. 
You get to a point in the story where 
UBs are invading Alola, and it looks 
like you'll have to travel around the 
islands to fight them off — but then 
that story beat is dropped and ignored 
in an odd swerve, and you don't get 
back to it until the post-game. Also, all 
that speculation about Lillie and 
Lusamine looking like Ultra Beasts, 


thinking there surely had to be some 
connection there? (Flip back to Page 8 
to take another look.) Yeah, that went 
nowhere. There's no connection con- 
firmed in the story, and | wonder 
whether it was supposed to be a part 
of the plot, and it just got cut? It just 
seems weird that nothing came of that 
visual similarity. 

Lastly, for all my excitement that 
the Pokémon Snap photography 
concept had at last been remembered 
and recognized again, the Poké Finder 
picture-taking sequences were kind of 
weak and unmemorable. Alas. Back to 
pining for a real Snap 2, | suppose. 

So Pokémon Sun & Moon aren't 
absolutely perfect — but they are 
absolutely amazing, and I'm perfectly 
prepared to argue that they do now 
represent the best generation the 
series has ever seen in its 20-year 
history. I’m in no hurry to get older, 
but I'm already fascinated to see how 
opinion of Gen VII holds up over the 
years — Га bet, two decades from 
now, a new generation of fans 

will praise Alola the way so 
many have loved Kanto for 
so long! - LUCAS 
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THE POSSIBILITY OF “POKEMON STARS” 


WE'VE SPENT A lot of space in this issue speculating on Switch potentially The roster of monsters could expand as well. X & Y didn’t get a real third 
seeing several ports from past platforms — but how about a still-current one? version, but Omega Ruby & Alpha Sapphire introduced more Mega Pokémon 
Rumors are swirling that there's a third version of Pokémon Sun & Moon the following year, continuing what got started in Kalos. So could Stars bring 
deep in development now, intended to arrive on the Switch sometime within us more Alola Forms? Perhaps giving us Alolan versions of monsters from 
the next year. It's being called "Pokémon Stars." Gens II, III, IV, V or VI? 

Sun, Moon, Stars? Seems like a natural enough name for a third edition in The possibilities are enormous, and 
Generation VII, right in line with trios like Ruby, Sapphire & Emerald and so we're certainly hoping that this 
Diamond, Pearl & Platinum. (Lots of jewelry store items in those two gens.) particular rumor turns out to be 


"Pokémon Z," but they never did. (Zygarde got pulled into Sun & Moon, for 
yet another extra bit of content Gen VII can own.) 

So what could the supposed Pokémon Stars bring to the Switch? Well, 
millions upon millions of Pokémon fans, for starters, as Sun & Moon have 
smashed sales records, shipping over 10,000,000 copies around the world in 
just their first week! Nintendo would surely love to carry over as many of 
those customers as possible to their new piece of hardware. Stars could do it. 

It would have to be more than a simple retread back through Alola, of 
course. It would need upgraded visuals — and there's reason to believe that 
that would be easy to achieve, as fans have already pulled Sun & Moon's 
data and emulated it to up-rez the game to 1080р. (See the glorious 
high-definition Alolan Dugtrio above.) The game would need added 5 
content, too, and there аге plenty of places where new things could 
be inserted in Alola — there are some odd empty spaces, like a 
little off-shoot area that contains only a man saying that he’s 
working to build a park for Fossil Pokémon. It's empty in 


Sun & Moon, though — so is it a hint that there will be a Ё 2 


finished park area there in the Stars version? 


And even if it isn’t called Stars in the end, it’s still reasonable to assume that totally true! — LUCAS 

a third version of Sun & Moon is being worked on right now — every past 

Pokemon generation has seen its initial pair of games grow into at least a trio 

a year or so after the initial release. The only exception was the most recent \ P 7 CN 
pairing, Pokémon X & Y, as we all kept waiting around for them to announce | _ | | 


DRAGON BALL FUSIONS is a game 
that doesn’t hold back on being weird. 
The very setup of the latest Dragon 
Ball game for 3DS is a master class in 
absurd fanservice. Your avatar — which 
сап be anything from a Saiyan to a 
Namekian - and his friend/rival get 
the Dragon Balls and wish for a for-fun 
competition to find out who the stron- 
gest warrior is. The dragon Shenron 
seems baffled by their ridiculous 
desire, but as is his duty, he grants it. 
Thus starts one of the most inspired 
and oftentimes bizarre Dragon Ball 
games I've ever seen. 
Light overworld exploration is how 
you first experience the world of 
Fusions, but the focus is on the strate- 
gic turn-based combat. Each match 
generally consists of two teams of five 
characters taking turns using a variety 
of different attacks in a circular battle- 
ground. A basic melee attack and a 
projectile ki move are always at your 
disposal, though an array of special 
abilities unfurl as you progress. The 
combat, with a total of 10 combatants 
on the field at once, often gets long in 
the tooth. Routine battles can carry on 
for five or 10 minutes sometimes. 
The strategy of lining up your 
heroes so you can land attacks that 
get your enemies to bounce around 
your group is engrossing, but it's over- 
worked over the course of the adven- 
ture. This is a battle system that 
works best in small doses. 
Each character can have three dif- 
ferent special abilities, and everyone 
has access to large attacks, such as 
Ultra Fusion. That's where the name of 
the game comes from, as you can do 
an absolutely absurd five-person 
fusion attack where everybody does 
the goofy little fusion dance to create 
an unholy beast of wanton Dragon Ball 
destruction. The Fusion mechanic 
extends in other ways as well, as you 
can fuse different characters together 
to create stronger ones. Your team 
consists of well-known Dragon Ball 
heroes and obscure side characters. 
No matter their notability, they're all 
treated like Pokémon in this game 
world as you try to collect as many 
fighters for your squad as you can. 
But in Pokémon, the creature 
collecting is mostly optional. In 
Fusions, it's a requirement for 
progression. At the end of 
each area, you have to 


DRAGON BALL FUSIONS 


make sure you have enough of five dif- 
ferent energy types to progress. The 
area types correspond to different 
character types, but the whole thing 
depends a little too much on having 
pre-existing Dragon Ball knowledge of 
who's what and what corresponds to 
each color. It's also clumsy to see what 
exactly you need and where you need 
to get it. The overworld is sparse, and 
moving around in 3D space searching 
for Namekians to grind so you can get 
to the next area isn't great. 

In the moments when you're not 
grinding and searching for energy, this 
game is eclectic and fun. It manages 
to appropriate the classic Dragon Ball 
Z storyline in a way that doesn't feel 
tired. Yes, you totally fight Nappa and 
Raditz in the first area, but this time 
you confuse them with Goten and 
Trunks for some reason and then they 
fuse into Natz, who kind of needs to be 
seen to be believed. In the Frieza- 
focused second area, you become 
buddies with the Ginyu Force. The 
entire story feels like a fever-dream 
retelling of Dragon Ball stories. When 
it's cooking, it's tons of fun. The issues 
only stick out when it slows down. 

As a lapsed fan of the Dragon Ball 
series, Fusions was, for the most part, 
a delightful return trip to this action- 
packed and often ridiculous world. It's 
a game rife with levity and deep with 
content. With an unimaginative over- 
world, the good combat bares too 
much of the game's qualitative weight. 
There's only so much a deliriously fun 
story and style can do to overcome an 
overburdened combat system and dire 
exploration. - NEAL 


PUBLISHER: BANDAI NAMCO 
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SWORDLESSNESS 


In general, we feel criticism over 
changes made to games during local- 
ization has gotten a little out of hand 
in recent years — but one choice made 
for Dragon Ball Fusions is profoundly 

absurd. There are no swords in the 
game. Any bladed weapon wielded by 
any character has been swapped out 
for a wooden stick. Seriously! Future 
Trunks blasts through the air, then lifts 
high a mighty twig and slices his foes 
in half with it. We might be upset if we 
weren't just so confused - it's like 
someone programmed a joke weapon 
swap cheat code, but then it became 
the norm. Really, really weird. 


Semi 
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Suspend Point List 


The 8-Bit Era in the Palm of Your Hand 


NINTENDO ENTERTAINMENT SYSTEM: NES CLASSIC EDITION 


FOR МЕ, IT’S been 28 years. It was 
Christmas morning, 1988, when my 
brothers and | unwrapped our NES. 
Super Mario Bros. was in the box, of 
course, and the years that followed 
saw many, many more games join it as 
our little cartridge library grew bigger 
and bigger. The Legend of Zelda | 
picked as my souvenir from a family 
vacation to Atlanta. Mega Man 2 came 
when | told my Mom that Mega Man 


was my little brother’s favorite charac- 


ter on Captain N. Kid Icarus? We never 
got that cartridge from a store, but 
after | played it at a babysitter’s house 
| knew | needed to own it some day, 
and so | made sure it was one of my 
first purchases from the local reseller 
shop when | got a little older and had 
my own money to spend (and Kid 
Icarus was my own favorite from the 
Captain N cast). 


PUBLISHER: NINTENDO 
DEVELOPER: NERD 
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Nintendo 


ENTERTAINMENT system 


Childhood memories like these are 
what the NES Classic Edition is all 
about. Nintendo has taken nostalgia, 
given it a miniaturized physical form 
and shipped it to store shelves for 
$59.99. And if you’ve been lucky 
enough to find a store where they’re 
not sold out, you too might be walking 
back down memory lane just as I've 
been. 

That power to evoke "805 kids' 
feelings of yesteryear has been one of 
Nintendo's strongest suits every since 
the '80s ended, but this mini NES has 
done the best job of that out of any 
product the company's ever produced. 
But its appeal extends further than 
that, as even younger gamers who 
have no personal memories of the NES 
era have had their imaginations 
captured by this tiny device as well! 


— 


It helps that, оп а functional level, 
the 30 games presented in this unit 
are more accessible than they ever 
were, years ago. Nintendo’s NERD 
team (Nintendo European Research & 
Development) has worked wonders 
with the emulation here, making these 
same NES games bolder, brighter and 
more crisp and clean that we've ever 
seen them emulated before — includ- 
ing on the Wii U, as side-by-side com- 
parisons reveal that its Virtual Console 
is muted and dull in hindsight. You get 
three different display options, too, 
and all are glorious. My preference is 
the "pixel perfect" mode that keeps all 
pixels square (the way PC emulators 
have rendered these games for years), 
but there's also a mode that replicates 
the games' original ratios on '80s TVs. 
And optional scanlines, too! 


NERD also one-upped the old 
Virtual Console standard when it 
comes to Restore Points. For 10 years 
now the VC has let you save your place 
in games that never previously had 
that functionality. On this mini NES, 
though, you can save four different 
Suspend Points at once, separately for 
each of the 30 games! So if you 
wanted to, say, play through Super 
Mario Bros. 2 all the way with each of 
the four different characters, you can 
do that concurrently. It's awesome. 

The games themselves are classics, 
naturally, and there are only a few hits 
that | wish had been included instead 
of those that were picked (Life Force 
over Gradius, for example). But the 
only place the NES Classic Edition 
really comes up short — literally — is 
with its ridiculously short controller 
cords. Original NES controllers had 
cords that were seven feet long. The 
controller included here? Two and a 
half feet on its cord. It's preposterous. 
You have to sit with your face buried 
in your TV, essentially, or else string a 
comically long HDMI cable across your 

living room to be able to sit on your 
couch in comfort. It's a terrible over- 
sight for an otherwise great unit. 
Shortcomings aside, the NES 
Classic Edition capably accom- 
plishes its main mission of 
bringing back memories of 
the '80s. It's totally radical, 
dudes! - LUCAS 


LUCAS’ PICKS FOR THE SIX BEST IN EIGHT BITS 


| warned you last time that | might go overboard singing the praises of all 30 of the NES Classic Edition’s included games in this issue, but I’m keeping myself in check. 
Allow me to highlight why you need to spend time playing these six picks in particular, though! 
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THE LEGEND OF ZELDA 


On the Last Word page of Issue #20 - less than a year ago — | implored 
you all to go back and play the original Legend of Zelda. At the time, the 
NES Classic Edition hadn't yet been announced, meaning my call to 
action focused on spending five bucks on either the 3DS or Wii U Virtual 
Console versions. Don't do that any more. This is now the new best way 
to play Zelda 1 (short of tracking down original hardware and one of the 
golden cartridges). You need to see where Link's adventures began! 


CASTLEVANIA II: SIMON'S QUEST 
In trying to relive the experience of playing Nintendo’s first generation, 
one factor may be important above all others: confusion. Pure, mind- 
boggling frustration about what in the world you’re supposed to do next 
to make any kind of progress. Plenty of these games are straightfor- 
ward, sure, but Castlevania ІІ was one of those adventures that was 50 
obtuse that you had to compare notes with friends and seek out help in 
Nintendo Power to win! It’s important to remember gaming like that. 
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SUPER MARIO BROS. 3 


It seems like | should pick something quirky and unexpected like Galaga 
or Donkey Kong Jr. and reveal their secret merits here, but no, | will fully 
champion this universally loved top-tier adventure. Super Mario Bros. 3 
was the event game of the entire NES era. Its release was so hyped that 
Nintendo hung an entire Hollywood movie on it — and then the final 
product totally lived up to those huge expectations! Mario wouldn’t be 
the same today without this massive, costume-changing quest. 


STARTROPICS 


StarTropics earns the honor of my second recommendation, for a 
number of reasons. One, its gameplay was a natural evolution of Zelda 1 
— in the in-between time when the Zelda series proper veered off in a 
different direction with Zelda II and before A Link to the Past brought it 
back to itself. Two, playing it will let you earn an appreciation for it, so 
you can understand why fans like me keep calling for its series to be 
revived. And three? You use a yo-yo for a weapon! That's just awesome. 


MEGA MAN 2 


After you've gotten yourself totally turned around and lost in the woods 
of Simon's Quest, take a break and get back to the no-questions-needed 
action of classic Mega Man. Here, the rules are simple: Charge forward 
and blast everything in sight. If you want a much easier time, challenge 
Metal Man first and gain the power to throw his Metal Blades — the most 
broken, overpowered Robot Master weapon in the entire series. This is 
the game that made Mega Man what he is. Don't miss it! 


ICE CLIMBER 


Finally, | will end with this one quirky selection: Ice Climber. This game 
gets trampled on way, way too much. Yes, its high-arcing jumps are frus- 
trating and its collision detection is uncharitable, but it’s otherwise a 
nifty two-player co-op experience. But | love its inclusion in the mini NES 
lineup most of all because it’s a game that many wouldn’t have picked to 
buy by itself. Piggybacking on all the other masterpieces has gotten it 
into millions of new homes, though, and hopefully people will try it! 
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FROM THE Wii U OR 
EVEN AN EARLIER 
NINTENDO SYSTEM, 
WHAT'S AN OLDER 
GAME YOU'D LIKE TO 
SEE COME TO SWITCH? 
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Metal Storm! The NES 
classic's "flip" mechanic 
has been done so many 

times since its debut, 
especially on 3DS. The 
portable nature of the 
Switch could lend itself 
well to a retro platformer 
that's great in spurts on 
the go or with speedruns 
at home. 


Ка 


ТОМҮ 
OG Contra. How on Earth 
has this masterpiece been 
passed over for a Virtual 
Console release all these 
years, while Super C and 
Contra III keep rolling on 
through without issue? 
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REBECCA 
DuckTales Remastered, 
especially since we're 
supposed to be getting the 
cartoon reboot in 2017! 


DAVID 
Does Mega Man Legends 3 
count? It’s six years old 
now, but still never been 
released. 


KEVIN K. 
Xenoblade Chronicles. We 
may have just gotten the 

game on New Nintendo 
305, but Ра be prepared to 
lose 150 hours of my life 
to it again if it were 
remastered in HD ala 
Twilight Princess. 


A Second Vacation 


TAKE THE FORAGING, fishing and 
farming from Harvest Moon, the 
interior decorating from Animal 
Crossing: Happy Home Designer, the 
haute couture of Style Savvy, some 
rhythm and dance from Rhythm Heaven 
and some action/RPG ghostbusting 
action, then stick a pair of mouse ears 
on top: It’s Disney Magical World 2 for 
the 305, Namco Bandai's follow-up to 
the 2014 original, featuring both 
familiar faces and all-new content. It's 
like having the entire Magic Kingdom in 
your pocket, complete with show- 
stopping song-and-dance numbers and 
nightly fireworks — but without the pin 
trading and $8 snow cones. 
Wonderland and the Hundred Acre 
Wood return from the first Disney 
Magical World, while the newly added 
worlds to explore include Snow White's 
forest, Hawaii (Lilo & Stitch), Arendelle 
(Frozen) and Atlantica (The Little 
Mermaid). Every one of these worlds 
has the same look and feel as the movie 
they're based on - Wonderland espe- 
cially – and each offers various 
missions, which involve fetchquests or 
fighting through hordes of ghosts in 
order to defeat the baddie that caused 
the Problem of the Episode. There's 
even a few occasions where you'll find 
yourself reenacting scenes from the 
movies, like when Pooh gets stuck in 
Rabbit's window after having too much 
"hunny." You won't just meet characters 
from these worlds, either — there's 
plenty of representation from Pinocchio 
all the way to Wreck-It Ralph, and many 
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of the 3D models of characters that 
were originally 2D are picture perfect. 

The combat system is a simple 
range-based one using wands with 
various special attacks, but there's no 
way to tell how well one type of wand 
performs against another until you 
actually get into combat - it would've 
been nice to have had some sort of 
"attack up" or "attack down" icon. It 
also has an auto-target system, but it 
doesn't automatically switch to the next 
closest enemy after defeating your first 
foe. There's some strategy involved in 
defeating some of the bosses, but most 
of the time you'll just be spamming 
attacks and collecting loot drops. 

As for other entertainment, you can 
do the hula and surf with Lilo and 
Stitch, attend balls hosted by the 
Disney Princesses and enjoy Magical 
Dreams based on the Electric Light 
Parade (older readers may remember it 


from Walt Disney World). They're fun 
little 3D parade float playgrounds 
where you interact with characters and 
background objects, and many have the 
added pleasure of featuring original 
Disney music and songs. You can also 
invite characters to perform song-and- 
dance numbers in your theme café, but 
they're all for songs original to the 
game and get rather old rather fast. 

One of my major criticisms is travel- 
ing between worlds. There are short- 
cuts to Castleton from the Hundred 
Acre Wood's farm and the mine in Snow 
White's forest, but there's no way to 
travel directly from one world to 
another. Where's Tinkerbell and her 
pixie dust when you need it? 

I didn't expect to enjoy Disney 
Magical World 2 as much as | did, but | 
found myself having loads of fun in 
Castleton, and | was amazed at how 
much content and depth there was. 
Even with its simplicity and repetitive- 
ness, it was hard for me to put down. 
It’s not going to fit everyone just right 
like Cinderella's glass slipper, but it's 
definitely a game made for Disney fans 
— of all ages! - REBECCA 


ier: Free Browser Game 


IF YOU'RE A fan of Cartoon Network, 
then you no doubt know all about such 
popular hits as The Amazing World of 
Gumball, Adventure Time, Steven 
Universe, Regular Show, Clarence and 
uncle Grandpa. The characters 
featured in each of these shows have 
had many an over-the-top adventure 
with endearing personalities in bright, 
colorful worlds that have won them 
fans the world over. 

It's sad, then, that Cartoon 
Network: Battle Crashers features 
almost none of that. 

Battle Crashers is a sidescrolling 
beat-'em-up that harks back to the 
'90s, when it seemed like literally any 
cartoon character could find their way 
into a video game. Something goes 
awry with Uncle Grandpa's truck, 
causing it to shatter the barrier 
between dimensions and bringing him 
together with Gumball, Finn and Jake, 
Steven, Rigby and Mordecai and 
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Clarence. You could do worse for a 
premise. 

unfortunately, that's just about the 
highest praise you can really give it. 
Somehow, the developers at Magic 
Pockets have taken a group of half a 
dozen properties that are renowned 
for their humor and personality, and 
managed to translate almost none of 
that into this game. There are no quips 
or sound bites from their voice actors 
- or even impersonators - while the 
text-based dialogue from NPCs tends 
to come off as flat and generic. 

That might not be an issue in itself 
if the gameplay were up to snuff. 
unfortunately, it can only be described 
at best as "passable" or "competent." 
It shouldn't break your system or 
anything, but you're basically given a 
single move with any given character 
to deal with the hordes of foes that 
come after you. And by "single move," 
І mean it's the exact same motion over 
and over – no combos or the like, and 
even jumping attacks are rarely effec- 
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tual, basically leaving you to mash the 
same button repeatedly. You can earn 
new gauge-based attacks through an 
RPG-like system, to varying degrees of 
usefulness (including "completely 
useless"). 

The selection of stages seems to be 
chosen almost at random, and bosses 
even more so. The first part of 
Gumball’s, for instance, takes place in 
the halls of his school, and offers an 
amusing gimmick wherein enemies 
take off for class whenever the bell 
rings. The second goes into the 
library, where making too much noise 
results in the librarian stunning you 
with a "SHH!" Even so, the novelty 
wears off quickly, long before you 
reach the boss: a PC. 

There's a substantial amount of 
padding as well, as you're often forced 
to break off from one stage to return 
to a previous stage in order to retrieve 
an item (that you couldn't get the first 
time) to allow you to proceed. Then 
you get to return to the stage you left 


before in order to do it all again, and 
this escalates as you progress through 
the game. 

Your return trips to previous stages 
also bring about new foes and traps 
you've since encountered elsewhere. 
You could argue that this keeps things 
fresh, but it really doesn't, and you 
don't even get the satisfaction of 
purely overwhelming inferior foes with 
your new moves and power. Instead, 
there tend to me more of the different 
types of traps that litter the stage and 
require switching to certain characters 
to disable and occasionally heal those 
that were infected. 

All told, this stuff might be 
bearable if you were to bring a second 
player along. Unfortunately, the 
Nintendo 3DS is the sole version to not 
feature multiplayer. 

Cartoon Network: Battle Crashers 
feels like the sort of game you'd play 
for free on Cartoon Network's website, 
and in that context, it would be per- 
fectly fine. As a full retail release, 
however, it just doesn't pass muster. 

- DAVID 
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Phenomenal Cosmic Power! 


IT’S HARD TO believe that Shantae 
has been around since 2002. Her 
debut Game Boy Color game was 
praised by critics around the globe, 
but poor marketing and release timing 
lead to many gamers missing out on 
the title. Perhaps that’s why the 
Shantae character laid dormant until 
2010, when Shantae: Risky’s Revenge 
released on DSiWare. It was this outing 
that really got Shantae front-and- 
center in the gaming world, wowing 
old fans and bringing in droves of new 
ones. 

Risky’s Revenge paved the way for 
Shantae and the Pirate's Curse, which 
landed on a bunch of platforms, 
including Wii U and 3DS. That title only 
helped to spread the word on Shantae, 
and her fanbase grew even bigger. The 
Shantae franchise was now quite rec- 
ognizable for developer WayForward, 
which is why they took the bold step of 
launching a Kickstarter for the half- 
genie's next big adventure. 

Shantae: Half-Genie Hero only 
exists because fans believed in the 
franchise and were willing to back its 
future with their hard-earned cash. 


The Kickstarter was a great success 
and now we've finally arrived at the 
game's release! Thankfully, Shantae: 
Half-Genie Hero shows that the team 
at WayForward really knows what 
they're doing with the franchise, and 
fans were 10096 correct in trusting 
WayForward with their dollars. 

The Shantae series has always had 
its roots in the Metroidvania genre. 
Ever since the original Shantae, 
WayForward has been tweaking that 
formula to help evolve it. Shantae: 
Half-Genie Hero definitely continues 
on with the Metroidvania-style 
gameplay, but shakes things up in 
some big ways. Instead of giving 
players one big world to explore, 
Shantae is now jumping from level to 
level, each of which has boss battles 
and exploration elements. For fans of 
the Castlevania series, Shantae: 
Half-Genie Hero has a lot in common 
with the DS title Order of Ecclesia. 

Shantae: Half-Genie Hero gives you 
multiple reasons to return to levels 
you've already tackled. Sometimes 
you'll have to revisit an area in order 
to find a new power-up that's neces- 
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sary to progress. Other times you'll 
want to head back to a cleared area to 
put your new abilities to good use. 
Every single stage has secrets tucked 
away that are just out of reach until 
you get the necessary power-up. You'll 
constantly find yourself enticed by 
ledges just out of reach, treasure 
chests you can't seem to access, and 
collectibles sparkling behind seem- 
ingly impenetrable walls. 

While hunting down power-ups and 
other goodies is reason enough to 
revisit areas, WayForward has taken 
an extra step to make sure your trips 
back to old areas are enjoyable. Most 
of the level layouts and hazards 
remain the same, but new enemies 
and enemy placements get thrown 
throughout. You won't be able to 
simply run your way through a level 
via muscle memory! There are new, 
tougher enemies waiting to take you 
out, making areas you breezed 
through the first time much tougher 
upon your return. 

Being able to revisit areas through 
a world map - rather than having to 
retrace steps throughout a massive 
world — certainly helps to keep the 
pace of Half-Genie Hero zippy. But if 
you're a fan of the big worlds of the 
previous Shantaes, you shouldn't 
worry — the levels provided here are 
actually quite sizable and come with 
multiple sections. When you add up 
the level-traversing and boss battles 
within, you could certainly spend 15 
minutes or so in just one level. 

Speaking of boss battles, the fights 
you'll take on in Shantae: Half-Genie 
Hero are some of the best the series 
has ever offered up. These bosses and 
their challenges can really get your 
blood pumping! They're also quite 
unique and varied. You'll still need to 
watch a boss' pattern in order to learn 
when you can attack, but each boss 


really changes it up from the one 
before it. A particularly thrilling boss 
challenge puts you on top of a circular 
tower, dueling against a giant worm of 
sorts. He fires rocks down from above, 
and you'll need to use cannons on the 
tower to open him up to attack. This 
eventually leads to a battle with the 
boss’ eyeball, which rolls along in 
circles atop the tower. The entire 
battle is truly action-packed, and even 
has a bit of Zelda flair to it! 

Shantae: Half-Genie Hero is all 
about being big on style alongside its 
substance. This is, without a doubt, 
the prettiest Shantae game we've 
seen, and that's saying a lot. The 
series is known for its gorgeous old- 
school visuals and painstaking atten- 
tion to animation. Shantae: Half-Genie 
Hero is no different. There are 
moments when the game absolutely 
screams off the screen. It's so vividly 
colored, well drawn and beautifully 
animated that it feels like you're 
playing a Saturday morning cartoon! 
Just watching all the characters move 
and sway is part of the fun! 

Of course, Shantae does her fair 
share of swaying as well. Her ability to 
dance and transform into other crea- 
tures is back, with a lot of great 
variety this time. Some classics have 
returned, plus a handful of new trans- 
formations that are sure to make you 
giggle. Each transformation has a 
unique purpose, which lets you reach 
goals and access new areas, but they 
also offer up interesting ways to 
traverse the game itself. It's just one 
more element that adds to the 
charm that fans of the franchise 
have come to know and love! 

Allin all, Shantae: Half-Genie 
Hero does exactly what it needs to do, 
and comes out a rousing success on 
the other end. It's a Kickstarter game 
that really delivers on its promises, 
and should make every single backer 
feel like their money was well spent. 
And it makes us eager to see where 
the series goes next! - KEVIN C. 
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If you're planning to play Shantae: Half-Genie Hero, there's no need to 
play the earlier games first — it serves as a new narrative starting point 
for the series. But you should still play the earlier games just because 
the earlier games are entirely awesome too! And each of them are 
downloadable on Nintendo's current platforms. 

The original Shantae was a late release for the Game Boy Color in 
2002, published only after the Game Boy Advance had gone on sale in 
2001 and many had already moved on to it. If you missed it back then, 
though, you can grab it via the 3DS Virtual Console today! 
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DEVELOPER: WAYFORWARD 


SHANTAE: RISKY'S REVENGE 

The original place to purchase Shantae's second adventure, Risky's 
Revenge, was the DSi Shop - since it debuted in 2010 as arguably the 
greatest DSiWare game ever made. WayForward has thankfully ported 
this sequel to other platforms since then, though, and most recently it 
came to the Wii U eShop as Shantae: Risky's Revenge - Director's Cut. 

...and we apologize that this is our first time mentioning that! We 
totally missed the fact that it was re-released last March. | suppose 
that, even today, Shantae's awesomeness is still soaring a little bit too 
far under the radar! Risky's Revenge may be the best of the original 
Shantae trilogy, though, so don't miss it, even though we did! 
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SHANTAE AND THE PIRATE’S CURSE 


For all our failings last March in dropping the ball on coverage of 
Risky’s Revenge — Director’s Cut, we at least were on top of things 
when Shantae’s third game came out. It was on the cover of Issue #11, 
after all! 

Shantae and the Pirate’s Curse came to both the Wii U and 3DS 
eShops in late 2014, but recently it also got a physical cartridge release 
on 3DS as well! We recommend checking it out in whichever format you 
prefer, as it is another singularly excellent outing for the non-genie 
hero. What? Non-genie? It’s true: Pirate’s Curse tells a tale of Shantae 
struggling to deal with the removal of her genie magic! She compen- 
sates for the loss by wielding pirate treasures instead, though! 


Restore Life to the Land 


WHEN I REVIEWED Harvest Moon: 
The Lost Valley in Issue #14, | wrote 
that while it had its share of innova- 
tions, it was lacking in an important 
component: its "soul." With no houses 
to visit and only a vast amount of 
blocky terrain for my farmer to play 
around in, it felt empty and incom- 
plete. A couple days into my first 
season in Harvest Moon: Skytree 
Village, my farmer met French chef 
Bastian, who requests you to catch 
some fish so he can throw a feast to 
celebrate the barren land slowly 
coming back to life. As | saw the small 
population of the still-growing Skytree 
Village gathered around the table at 
the inn to share a meal, that’s when it 
clicked: This is what was missing from 
The Lost Valley. It’s great to see that 
Natsume took fan feedback to heart in 
developing this follow-up. 

If you decided to skip The Lost 
Valley, it introduced a Minecraft-style 
terraforming system to its farming, as 
well as other innovations such as a 
dedicated context-sensitive action 
button, which return here in Skytree. 
Your first days of play have you gradu- 
ally learning about the functions of 
the various tools you're given, but the 
fact that you're not able to jump to 
higher points until well into your first 
week is kind of annoying, especially 
when you've done all your watering 
for the day and want to explore a little 
more of the map. The Circle Pad is 
used for movement, but I found it hard 
to move to a precise spot and would 
have preferred the D-Pad being used 
for taking small steps instead of 
rotating your character. Jumping can 
also be risky – there were times when 
| would accidentally jump diagonally 
between squares and become stuck 
when I couldn't jump back after 
several tries. (There is an item that 
can transport you back home, but at 
the cost of several precious hours.) 

One of the biggest criticisms of The 
Lost Valley was that tools could only 
affect the one square of land in front 
of you. Now, the Harvest Goddess can 
bestow upgraded versions of your 
tools, which will affect larger and 
larger swathes of land, and planting 
and harvesting can be charged up to 
affect a larger area as well. You can 
also grow crops year-round now by 
unlocking various plant mutations! 
There are several factors in play in 
earning these super crops: elevation, 
soil type, fertilizer use, the season 


when you're growing and even how 
the crops are spaced. But even if you 
do everything correctly, it's still 
random if mutations will pop up! 

Earning mutations goes hand in 
hand with villager requests, and while 
there's no time limit to those, there 
are many cases where you'll need to 
put in months (or even years) of in- 
game time to produce what's needed — 
especially some of the crops that 
you'll need to mutate twice or even 
three times. The fact that you get very 
little help on how to unlock many of 
these mutations is disappointing. They 
could have been handled better. 

Another thing to mention: The in- 
game encyclopedia refers to multiple 
harvest crops (which have been 
removed) and crops dying when the 
seasons change - an obvious leftover 
from The Lost Valley that should have 
been corrected! (Never change, 
Natsume.) 

Livestock raising and breeding are 
largely the same as The Lost Valley as 
well, but the new Poitou donkey is 
somewhat disappointing: It's basically 
areskinned sheep that takes a very 
long time to mature into an adult. 

A few characters from The Lost 
Valley make their return here, such as 
Doc the mad scientist and Sam the 
peddler (who thankfully no longer 
sounds like a cartoon gangster!) but 
the majority are newcomers, including 
the six potential marriage partners: 
Elise, Melanie and Jeanne for the male 
farmer, and Gabriel, Dean and Cyril for 
the female farmer. There were many 
times that Га stop into a villager’s 
house and see an event play out - like 
Gabriel winning an arm wrestling 
contest with his surprising strength, 
Jeanne giving me a lesson on medici- 
nal herbs or Dean's mom Carol embar- 
rassing him with a story from his 
childhood - which really fleshed out 
their characters and made them more 
personable and believable. Much of 
your courting will likely take place 
after the credits roll, when house and 
barn upgrades unlock – and, in an evil 
twist, so does severe weather. 

After the disappointing slog that 
was The Lost Valley, Skytree Village is 
a breath of fresh air. It may not be 
perfect, but it's an improvement on 
The Lost Valley's shaky foundation, 
and much more enjoyable. So visit the 
good people of Skytree Village and 
discover the "soul" of Harvest Moon 
once again! - REBECCA 
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eXperience 6.0 Neal #17 Yo-kai Watch 9.0 Lucas #18 Mario Tennis: Ultra Smash 50 Kevinc. #19 
Lord of Magna: Maiden Yo-kai Watch 2: Bony Spirits 70 Кеуіп К. #24 Mighty No. 9 6.0 David #23 
Heaven 7.0 Thor #16 Yo-kai Watch 2: Fleshy Souls 6.0 Neal #24 Paper Mario: Color Splash 8.0 Daan #24 
Mario & Luigi: Paper Jam 6.5 Mark #19 Zero Time Dilemma 9.0 Lucas #23 Роккеп Tournament 8.5 Jonathan #21 
Mario & Sonic at the Rio Rodea the Sky Soldier 4.0 Tony #18 
2016 Olympic Games 6.0 Lucas 422 Skylanders Imaginators 8.5 David #24 
Skylanders SuperChargers 8.5 David #18 
Splatoon 9.5 Lucas #15 
Star Fox Guard 8.0 Lucas #21 
Star Fox Zero 8.0 Lucas #21 
SECON D OPI N ION Super Mario Maker 9.0 Lucas #17 
ЕДІ) THE LEGEND OF ZELDA: Ж | тізеге 
DAAN LUCAS Twilight Princess HD 90  KevinC. #20 
THE WIND WAKER HD sean 
Snoopy’s Grand 
І DID NOT care for The Wind Waker on GameCube. | wasn’t one of those fans who got bent out of Adventure | 6.0 Rebecca #19 
shape over its cel-shaded art style — | thought that was a goofy choice, but ultimately fine. No, my Tokyo Mirage Sessions #FE 90 М№еа #22 
problem with Link's quest across the Great Sea was that it felt incomplete. You know how you go Watch Dogs 8.0 David #13 
through the first dungeon to get Din’s Pearl? Then you fight through the second dungeon and earn Xenoblade Chronicles Х 9.5 Lucas #19 
Farore's Pearl. Then, to complete the trio you meet up with Jabun, and he opens his mouth wide, апа Yoshi's Woolly World 9.5 Mark #16 


you just know that you're about to head inside for a new dungeon paralleling the Jabu-Jabu one from 
Ocarina of Time... but then you don't. You just talk to Jabun. He tosses Nayru's Pearl at you with no 

dungeon there at all – all you had to endure was a dialogue sequence to prove yourself worthy. What 

a rip-off! | remember being so mad at what | perceived to be missing content back in 2003, and inter- 

views that have taken place with the developers since then have confirmed that there were other 

dungeon designs left on the cutting room floor for Wind Waker. It was, indeed, shortchanged due to 

lack of time. The whole situation irked me for a solid decade, but then Nintendo announced that 

The Wind Waker HD would be released for Wii U! "Finally," | thought. "A chance for them to add 

back in that cut content from years ago!" But, sadly, it didn't happen this time either. | was re- 


disgusted, and so much so that I skipped playing this HD remake until just recently, when it was 
re-released as part of Nintendo's budget-friendly Selects series. For what it is, The Wind Waker 
HD is wonderful. It's a visual masterpiece, proving the bold art direction was the right course of 
action to take years ago. Its use of the GamePad is glorious, too. It's still just hard for me to 
appreciate what Wind Waker is, though, and not regret what it could've been! - LUCAS 


COMMUNITY 


A NEW BREED OF NINTENDOG 
Who's a good little video game controller? You аге! 


OK, BE HONEST with yourself — when you first saw that forward-facing promo image of 
Nintendo's new Joy-Con Grip controller for the Switch, you kind of thought it looked like a 
dog. Right? The two Control Sticks as misaligned eyes - the grips on either side dangling 
down like a floppy pair of puppy dog ears. (If you didn't have that thought, well, flip back to 
Page 8 and take another look. You'll see the resemblance if you squint a bit.) 

A few fans picked up on the overall puppyishness of the new plastic pad shortly after it 
was first revealed in October, and among them was the gaming industry fandom's favorite 
bento box builder and plush artist, Anna The Red. Inspired by a couple of tweets from 
@pskmt and @cuteosphere that illustrated the visual similarity immediately following the --- 
Switch debut trailer on October 20, Anna got to work right away designing a pattern, cutting 
fabric and stitching all the different pieces together. All told, the project took her only four 
days to complete, and when she shared the pictures you see here with the world on October 
24, she became the viral sensation of the day for Nintendo fans around the globe! 

Despite several fans’ pleas for her to mass produce these pups, Anna seems like she’s 
going to leave this little Switcheroo as a one-of-a-kind creation. What a shame! | definitely 
would have bought опе myself! — LUCAS 
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SKY SKIPPER SOARS AGAIN 


Bringing a long-lost Nintendo game back to life! 


YOU KNOW ABOUT Donkey Kong. You know about Donkey Kong Jr. You 
know about Mario Bros., and you've probably even heard of Sheriff before — 
but I’m willing to bet most of you have never seen Sky Skipper! Unlike all 
those other early arcade titles from Nintendo that have gone on to inspire 
lasting franchises (or at least Smash Bros. cameos), Sky Skipper was a coin- 
op cabinet that existed in such a limited quantity back in 1981 that only a 
handful of people ever played it. Nintendo decided against manufacturing 
more than a dozen of the machines, as playtesting indicated it wouldn’t be 
much of a moneymaker — so the company set about converting almost all of 
those cabinets to the more profitable Popeye instead. 

Three and а half decades have gone by with Sky Skipper existing only as a 
minor footnote in Nintendo history — but now, at long last, the game is set 
to soar once again! A small, dedicated team of Nintendo arcade restoration 
enthusiasts have launched The Sky Skipper Project, aiming to complete two 
full Sky Skipper cabinets exactly as they would have existed, had Nintendo 
made the decision to launch it for real back in "81. Whitney Roberts (pictured 

at left), Olly Cotton, Alex Crowley of Ninty Arcade and Rich Lint of This Old 
тант ee ш + Game are working internationally to make it happen — reproducing the art 
and seeking to unmodify a couple of Popeye cabinets back into Sky Skipper. 

The team had a Herculean task set before them thanks to there being so 
little official information available on the game, as they’d planned to work 
off of an old promotional flyer and wing it from there. But then a fortuitous 
connection with arcade legend Billy Mitchell scored Whitney an incredibly 
rare opportunity: a chance to visit Nintendo of America’s warehouse and see 
the only remaining Sky Skipper cabinet in existence, in person! He made the 
trip and spent four hours pouring over every detail of the machine, taking 
photos and scanning its artwork. What a day that must have been! 

So what about the game itself? It’s a bit of an odd one. Playing as a 
biplane pilot named Mr. You, players take to the skies over a land called the 
Wonder Kingdom to drop bombs on gorillas. Those apes have invaded the 
kingdom, you see, and kidnapped the royal family — all of whom look like 
playing cards. It’s wacky, and | can’t wait until the team’s work restoring the 
game to its original glory is done! — LUCAS 
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FAN-MADE SHORT FILMS 


MAJORA’S MASK — TERRIBLE FATE 


The most impressive fan-made project ever? We think so. 


EMBER LAB JUST took Nintendo fandom to the 
next level. 

We've seen plenty of fan-made short films using 
Nintendo’s worlds and characters over the years. 
Some have been truly impressive. None, though, 
has ever been as professional as Majora’s Mask — 
Terrible Fate, a new short that tells the tale of the 
moments that led up to the beginning of Link’s 
adventures in Termina. And that’s because Ember 
Lab is, in reality, a team of professionals. 
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You've seen their work before without realizing 
it - they've crafted CGI commercials for Coca-Cola 
and other huge corporations. Even Super Bowl ads! 
They are a team of seriously talented 3D modelers, 
animators and sound designers, and they all are 
also, apparently, huge Legend of Zelda fans. That's 
why they produced, in their "free time," this exqui- 
site short story featuring Skull Kid and the Happy 
Mask Salesman. 

You'll have to watch it yourself to understand 


just how stunning an achievement it is, as describ- 
ing a video in still shots and text on a magazine 
page doesn't come close to doing the work justice. 
There's a depth of character and degree of detail 
here that is just mesmerizing. Skull Kid will 
resonate with you as an unwilling villain like never 
before after you watch this, as he was clearly just a 
happy-go-lucky forest imp before the truly sinister 
Majora's Mask captured his body and mind. 

If we're lucky, this team will make a follow-up 
some day! І can't wait to see what's next. - LUCAS 


Facebook.com/EmberLab 


COMMUNITY 


SM64: LAST IMPACT 


Mario's original 3D adventure, totally reimagined. 


CAN'T WAIT FOR the release of the 
new Nintendo Switch to be able to 
get your hands on the next new 3D 
Mario? Why not pass the time with a 
gargantuan Super Mario 64 ROM 
hack! On September 30, independent 
coder Kaze Emanuar released SM64: 
Last Impact, which completely over- 
hauls Nintendo's 1996 classic with 
all-new levels, enemies and more, all 
with the aim of providing a challenge 
— to quote the Lost Levels tagline — 
"for super players." 

Mario's still out to rescue Peach - 
from an alien menace, rather than 
Bowser - and he's still on the hunt 
for Power Stars (130, to be exact). 
Expect a wild platforming romp 
through a derelict lunar outpost, the 


inside of a massive computer and a 
cursed mountain village. 

Along the way, you'll find many 
returning power-ups - like F.L.U.D.D. 
from Super Mario Sunshine, the Frog 
Suit from Super Mario Bros. 3 and 
the Bee and Cloud Mushrooms from 
the Galaxy games. (It's wild seeing 
each of them rendered in the low- 
poly early N64 style.) There are then 
even a couple fresh costumes too — 
like the web-slinging Spider Mario! 

The amount of effort that has 
gone into this hack is astounding, 
but my enjoyment was almost com- 
pletely unraveled due to one tiny 
issue... 

THE! BLASTED! CAMERA! 
AAAAAAAARRRRRRGHHHHH!!! 


Last Impact expands upon the 
original game's camera control capa- 
bilities — you can now center it 
behind Mario like Ocarina of Time's 
Z-targeting, and you can even raise 
or lower the horizon. Nonetheless, | 
don’t remember Super Mario 645 
camera being nearly as unruly as 
this beast! Levels are densely packed 
with walls and other obstructions, all 
on which the camera chooses to 
focus in lieu of the action. Even after 
you manually adjust the view, a few 
footsteps is all it takes for the frame 
to snap back like a rubber band. 

The journey is brutal enough as is 
- max HP has been reduced from 
eight to six, and minute-to-minute 
platforming demands mastery of 
side somersaults, wall jumps and 
other such acrobatics. Furthermore, 
remember how in SM64, when you 
died in a sub-area - like the volcano 
in Lethal Lava Land - reentering the 
level would automatically send you 
back to that sub-area? Here, you 


have to start back at the main level 
entrance no matter what! 

Dealing with all this while also 
fighting the camera is a recipe for 
heartache. Your only recompense is 
save states, but that doesn't excuse 
the litany of issues. 

I'm torn. Last Impact is a tremen- 
dous labor of love, but it's also the 
most blood-boiling gaming experi- 
ence I’ve suffered all year. Still, ГА be 
foolish not to recommend that you 
give this tribute some attention over 
the next few months. Perhaps the joy 
of knowing the Nintendo Switch is 
launching so very soon will be 
enough to keep the seething rage 
monster at bay! - TONY 
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THANK YOU, Wii 


History may not be kind to the Wii Ц. It's been dragged over the coals since before it was even released - the horrible 
name choice saw to that – and it’s hard to picture future generations being any kinder to its memory. Perhaps they will. 
Perhaps there will be a wave of nostalgia that strikes 15 or 20 or 25 years down the road, and we'll all be lamenting the fact 
that we can't play Wii U games any more because the GamePad was such a singularly unique controller. But | can't picture 
that right now. I think this whole hardware cycle is going to end up on the bottom rung of every future Nintendo console 
ranking ever. 


And that stinks! Because, by golly, the Wii U has been a winner for me. I have personally used my Wii U every day for the 
past few years — it's been powered on more frequently than my Wii or GameCube or Nintendo 64 ever were. Now, granted, 
lots of times I’ve fired up the system simply as a means of getting Netflix turned on for my sons. But it's been invaluable in 
that role — in being the first Nintendo system my boys have experienced, and being so user-friendly with its GamePad touch- 
screen (and so durable in its construction) that | could hand over the controller to them and be assured that they'd be able 
to sit and enjoy a few episodes of WordWorld or Daniel Tiger's Neighborhood. 


Now, please don't write me off as a hands-off Dad, because the Wii U's most prominent usage has been as the rallying 
point around which my sons and | have bonded over video games. | already mentioned earlier in this issue that Carter's 
become a Super Mario Maker savant, and he just turned 5! He and | played co-op through Yoshi's Woolly World together over 
a year ago, when he was just turning 4, and it taught him how to play and enjoy games. Most recently? Both Carter and my 
almost-3-year-old Calvin have absolutely adored Paper Mario: Color Splash, sitting attentively to watch me work my way 
through repainting all the blank spots across Prism Island. 


These are the memories I'll cherish, and | encourage you to make note of your own. ар 
Sure, Wii U wasn’t a sales success. It didn’t recapture the lightning іп a bottle that P "a 4 


was the Wii. But I'll still say "Thank You, Wii U," because video games aren't 
about numbers and stock prices and all that noise in the end. They're 
about the memories you make with your friends and family! 
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